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Forget fighting in the streets, 

forget combat with other 

mortals, if you want to 

experience a real head to 

head challenge full of gut 

wrenching, nerve shredding 

tension, then take on the 

best in the world of golf 

in World Cup Golf. 

World Cup Golf is an amazingly 

accurate simulation specifically designed 

for CD formats. Utilising full motion 

video images rendered on Silicon 

Graphics machines it plays better than 



Offering every conceivable competition 

format, hole by hole fly-bys, computer 

controlled opponents with "artificial 

intelligence" and better practice 

facilities than the Open, World Cup 

Golf has everything in the bag for the 

serious arm chair golfer. 
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Depending on which edition of the magazine you 
bought this month, you may or may not have 
noticed the CD stuck on the front of the magazine. 
Now, if you bought the CD edition of the mag, it's 
pretty obvious what you should do with the CD, bi 
just in case: 

SIMPLY LOAD UP THE CD 

AS ANY NORMAL SATURN CD GAME! 

And, er that's it. Simple as that! 



PLAY! 






There's four playable games to choose from: Sega. Rally. Clockwork Knight, Bug 
and World Series Baseball. Guide the cursor down to the title you want to play, 
then press any button You will now tie taken into the level of the game you've 
selected. To quit out of the game, press start at any point in the proceedings. 



Sega Rally (out Jan, price £49.99) 
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ully playable forest track, with a 

lliant graphics in this game for yourself and be amazed at the smooth handling n j| / _j. njj f\f\\ 

bug! (OUt now ±44.99) 



of the car! Now go and buy it! Incidentally, this will be 17.5% faster 
when it's released in January. 



of two laps allowed! See the 

ningat 



Two levels and a bonus round from Sega's top selling platformer! Almost every 
have heard of this character already, and this is your ch; 




Clockwork Knight 2 (out now £39.99) World Series Baseball (out now £44.99) 



A whole level from this great little platformer! Guide Pepperouchau through the Select to play home run derby with up to four players, and see how this title at 

first level, pick up bonus cards, pop pesky toys and marvel at the 3D trickery a new dimension to existing baseball games All the commentaries from the 

employed in the game! The follow-up to the original Clockwork Knight game finished version are in there too, so this makes for a very realistic taster. 
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WATCH! 

In addition to the playable titles, there's also six non- 
playable demos: Virtua Fighter 2, Virtua Cop, Mystari 
Arms, NHL, All Star Hockey and Daytona. Sega have asked us to 
stress that the version of Virtua Fighter shown on the disc is running slow as i 
was taken from the Japanese version and hasn't yet been converted to PAL It i 
also running with borders. THIS WILL BE RECTIFIED BY THE TIME THE GAME IS 
RELEASED OFFICIALLY. The final version will run 17.5% faster and will not have 
borders. Again, to select any of these titles, guide the cursor to them on the 
options screen and press any button 



WITNESS! 

There's also an FMV trailer showing parts of: Black Fire, Chen War, Congo, Mr 
Bones, Virtua Fighter Remix, Astal. Cyber Speedway and Mansion of Hidden Souls. 
To access this option, point the cursor at the choice, then press any button. 





If you haven't bought the CD edition of the magazine, don't worry, you can still 
get hold of a disc. We're holding a surplus of 300 discs here at 5ECA SATURN 
MAGAZINE, and if you want to purchase one, send a cheque for £4 with the 
coupon below to the address below by Jan joth. We will be despatching the 
final discs on the 1st of February. 

Yes! I would like an Exclusive Sega Saturn Magazine demo disc! 



payable- 
NAMF 



Please send all payments toiMAP IMAGES DI5C OFFER, PRIORY COURT, 30-32 
FARRINGDON LANE, LONDON EOR 3AU. We will despatch all discs within 28 days 
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SEGA SATURN MAGAZINE EDITORIAL 



VIRTUA SELL OUT 



,000 copies in its tir 
Fighter 2 is by far and away 
the most popular title out there, it's not bad going. Sega have also just 
announced that pre-orders for Virtua Fighter 2 have almost equalled the amou 
of Saturns available in Japan - some 1.5 million units. People are queuing up in 
the streets to get a look at the first finished Saturn versions currently on free 
play at Japanese department stores and apparently the news that Virtua Fight* 
2 is a great conversion has sold thousands of Saturns alone! So. 
though Saturn fever has never reached a higher level. 

In this country though, it's slightly different. People seem tothir 
that the Saturn has something to prove But.it looks as though the 
tables are turning slightly for Sega -Saturn fever is hitting the UK to< 
and even though Sega Rally and VF2 aren't available until after 
Christmas, gamesplayers are already in a state of nervous excitement 
at the anticipation of owning these gaming monsters. In fact, you'd 
be hard pushed to see the same level of excitement being offered on 
the Playstation at the moment. 

So. once again, it seems as though Saturn owners are winning 11 
the long run If you've bought the CD edition of this magazine thougl 
you should, without a doubt, know that already. 

Enjoy this issue. 

Sam Hickman, Editor 



RELEASE UPDATE! 



E. And we know 
•houtandbuyVF2and 
Rally So. get your cash ready because within a few short weeks you'll be able to 
buy them To be more specific: 



VIRTUA COP OUT NOW £44.99/ £59.99 WITH GUN 

VIRTUAFIGHTER2 EARIV JANUARY £49.99 

SEGA RALLY MID JANUARY 





FIRST PANZER DRAGOON 2 
PICTURES EMERGE! 



We've known that Pamer Dragoon 2 has been in development for some 
time now, but just as we were going to press this month, we managed 
to get hold of the first pictures of the game. Early versions were 
actually on test at a Sega show recently held in Japan and even though it's at an 
EXTREME!* eariy stage, it's safe to say that it will be even more impressive than 
the original brilliant adventure. 

At the moment only one level of the game is playable, and even that is only 
around 20% complete, but we were able to find out a fair few details about the 
gameplay. As in the original title, your game course is fairly preset, although at 
certain points you ace able to make a choice as to your game direction You're 



also able to run along the ground on your dragon as well as flying through parts 
of the level too In fact, the game begins on the ground and halfway into the 
first level there's a huge drop -your dragon will automatically fly for the rest of 
the level. As you'd expect, there's plenty of huge monsters to battle against, and 
as in the first game, you can view the action from any angle 

Although this has a long way to go before it's anywhere near complete, the 
graphics are already looking a lot sharper than the original game, and there's 
going to be more complex levels as well as tons more action Expect to see more 
on this one next month when hopefully we'll be bringing you a full preview on 
the title. 
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TOSHIMAEN SHOW REPORT 



SEGA SATURN MAGAZINE had a representative at the Toshimaen 
' Vs Saturn' Show held in a Tokyo theme park in late November. 
The show was an opportunity for the Japanese public to get 
their hands on the games that will be released there during the 



winter months, and a chance for Sega to build up to their launch 
of the 'Big three' titles; Virtua Cop, Virtua Fighter 2 and Sega 
Rally. SEGA SATURN MAGAZINE is able to bring you a report after 

actually play-testing these games. 



CAPCOM'S BIG THREE 



Capcom's stand was by far the biggest of the 
modestly- sized show They had booked a large 
central area to demonstrate a partially-complete 
version of Vampire Hunter: Darkstalkers 2. The 
release of X-Men: Children of the Atom on Saturn 
happened a couple of days before, and Capcom offi- 
cials were basking in the positive response from 
buyers. Vampire Hunter however, looks even more 
awesome, despite only six of the characters being 
selectable for play. The speed and response of the 
game, the detail of the graphics, including all the 



background animation, and the cooln 
characters anticipate a classic for the 
Currently Streetfighter Alph, 
state than Vampire Hunter, but Capcoi 

release. The game looks equally good, and received 
as much attention at the stand Capcom contrast 
the loss of some animations in Vampire Hunter with 
the complete transfer of Alpha to the Saturn with 
no reductions of any kind. 





DARK SAVIOR 



Toshimaen was a rare chance to see the Saturn's one big iso- 
utric RPG project at the moment. Dark Savior from Climax. It 
: also a chance to meet Kan Naito, producer of Shining Force, 
dstalker and now Dark Savior. He was demoing the game and 
using the visitor's comments as research (he intends to make it 
slightly easier as a result). The first level of the game was 
running, showing a 3-D ship made up of many rooms, and demon- 
■ating effectively the custom-designed 3-D system 'Hyuperion 
Perspective' that allows you to scale, pan and zoom the camera 
independently of the player character. 
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ROBOPIT 



This strange little game looks like achieving a cult following, though it may never appear over here. It's a 3-D 
battle game, with mote in common with Virtual On than Virtua Fighter. From a first-person perspective you 
take on bizarrely polygon robots in arena-based combat. Although graphically simplistic, gameplay is quite fa 1 



CREATURE SHOCK 



Strangely enough, a Saturn version of Brit developei 

:'s old PC title. Creature Shock turned up. 
Much like its predecessor, this 3-D rendered shoot 
'em up relies heavily on atmosphere and graph) 
player; walk through passages that look for all the 
world like a monster's innards. Plenty of smaller 
monsters pop up from time to time. 




/ 




WIN! 

AN EXCLUSIVE VIRTUA FIGHTER 
CALENDAR UNAVAILABLE IN THE UK! 



;e VF c. 



lejust 



of. Shipped in from Japan and featuring exclusive 
Virtua Fighter art, we have five of these to give 
away. All you have to do is: NAME EVERy CHAR- 
ACTER IN VIRTUA FIGHTER 2 Answers on a post- 
card to: CALENDAR COMPO, SEGA SATURN 
MAGAZINE, 30-32 FAERINGDON LANE, LONDON 
EC1R3AU. by Jan 30th. 




GUNBIRD 



Scrolling shooters are not as popular as they once 
were but Gunbird is gamely trying with a sizeable 
slice of vertically-scrolling ballistic mayhem. The 
gameplay falls into the long levels, big bosses for- 
mat, but the animation and amount of bullets flying 
around is still impressive. 



ROADRACER FACE MASK 




The popularity of Ridge Rater hat inevitably (pawned some clones and this is one 
of the Saturn hopefuls. The range of courses is wider, but the style of the tcenery 
and the lines of the tat are much the same. Play- wise things are lets certain, with 
a slight Jerkineis which, of course, we can't convey In these scieenshoti. 



Facemask is the latest investigation game to appear for the Saturn in Japan, with 
titles like Rampo. Psychic Detective and Wan Chai being very successful. Facemask 
uses a different presentation method, with a point and click interface used on sta- 
tic digitised screens When you move from place to place, those digitised scenes 
are strung together into pseudo-animation. Intriguing, but of marginal interest to 



TWO EDITIONS OF SEGA 
SATURN MAGAZINE! 

You may have noticed that there are two different editions of SEGA SATURN MAGAZINE in the shops 
this month, one with a covermounted CD. and one without. We decided to do this so that as yet non- 
Saturn owners wouldn't have to shell out the extra for the covermounted CO. but every Saturn owner 
would be able to buy the disc Incidentally, it's unlikely that we'll be covermounting discs every month, 
as we want to ensure that any we do put together are of the highest quality. Anyone who has sampled 
the disc this month should agree that it was well worth the extra £3.24 for the four playable games (and 
the mass of non-playable stuff), expect to see another one of the same high quality in a couple of months 



That's Magic! 

Bullfrog's Magic Carpet wat a huge hit on the PC, wooing admirer* with its excellent graphics and thrilling 
gameplay. Talk of a conversion to 32-bit console has been knocking about for a long time now and the 
conversions are actually well under way. The Saturn version looks like being practically identical to the 
PlayStation version which is also in development at the moment. Magic Carpet on the PC had ;o levels, baton 
the Saturn version Bullfrog are beefing it up to 7s levels, incorporating more of the exhilarating shoot 'em up 
gameplay, and polishing up the panoramic desert vistas. As yet a release dote is unconfirmed, but those eager 
get their hands on this exotic clastic shouldn't have to wait too long into the new year. We'll keep you posted. 





GUNDAM 



Sega's own scrolling shooter based on the huge 

mobile attack suits is not yet something to get excit- 
ed about. A variety of space and planetary surface 

r e playable and the occasional odd cool 
thing happened — like a background storship turning 
Into the horizon. Also, the way enemies jump 

■n the fore and background is quite unusual, 
but there is a lot of work to be done on th 
before they reach an acceptable standard. 



NINKU 



The small developer Atlus dares to take on the big 
boys with their own 3-D beat 'em up. Ninku. This will 
probably go down better in Japan than here because 
□f its distinctive manga-style graphics (rather like the 
Dragon ball Z series). However, it looked rather sad 
next the mighty Virtua Fighter 1 and Fighting Vipers 



WIN! 

THE FIRST COPY OF VIRTUA 
FIGHTER 2 IN THE COUNTRY! 

Yes, due to the immense popularity of last 
month '1 Virtua Cop competition, we've decided 
to hold an identical compo with this month's big 
release, Virtua Fighter 2. However, this month, 
the rules have changed slightly, last month, the 
office fax machine was so tied up with Virtua 
Cop competition entries that we've decided to 
put a deadline on entries for JANUARY 1ST. This 
is still a couple of weeks before VF2 will hit UK 
shops, and the entry picked out of the bag on the 
day will be despatched the very first UK copy of 
Vt 2. If you want to enter the compo, send a 
POSTCARD ONLY to: VF2 COMPO, SEGA SATURN 
MACHINE, 30-32 FARRINGDON LANC, LONDON 
KtR iAU. BY JANUARY 1ST. 




COT3 



MARVEL SUPERHEROES SIGNED UP FOR SATURN! 



Even though It'i only jutt appeared in the arcades, 
the Marvel Superheroei coin-op will be making it's 
way on to the Saturn In the middle of '96. Although 
nothing hat been confirmed yet, it't been rumoured 
that Acclaim will be picking up the title j, (which 



would kind of make seme teeing at they alto This ii brilliant newt for all Saturn owners, at this is a 

bought the X-Men: Children of the Atom licence) and great coln-op and if the recent X-Men conversion It 
will release the game on Saturn before Playstation - anything to go by, it will be a great conversion too. 

In fact it hain't been confirmed whether this will 
appear on the Playstation at all. 




GOLF 00H AYE! 



Set to tee off against US Cold's World Cup Coif is a new game from Core. The 
Scottish Open —Virtual Golf, sees players strolling leisurely across the green as 
they battle It out in competition and do all of those exciting things that golfers do 
like putt and chip. The Scottish Open features a 3-D rendition of the Carnoustie 
course, home of the 1995 Scottish Open championship (ahh, so that's where the 
title comes froml) like all golf games, this one involves using a power bar to make 
a shot, judging by the club you're using and other things like whether there's a 
breeze or a gale. Accommodating up to four players, The Scottish Open also 
with all of the mod-cons like sis different viewing angles, a 'flipmap' which lay: 
the courses out opposite to normal, and all the rendering and scaling a 52 bit 
Duld ask for. 
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SEGAMEGADRIVE 
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Spot'* - ' goes to Hollywood in his i 



in Development 



AlthougJ 



at due for a targe amount of pre-Chrlstmas releases, 

it seems as though many of them have slipped into later months. This is probably down to disc 
reproduction time as much as anything else, which is why there's quite a lot of almost finished 
games in this month's section. With any luck, a lot of these may just make it into shops at the last 
minute, but if not, you should be able to track them down in the early weeks of January. 
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. and after the releases of fi and 
Rally comes King of the Spirits, developed by Atlus. 
While this isn't another ground-breaker in terms of 
graphics or payability, trie Japanese seem to be going 

fairly mad about it, and it has to be said that it's a lot Here is your lovely car sir. 
better than some of the games that get released out 
there. 

This can be played in either one or two player 
mode, there's a choice of three tracks and in two-player 
mode, you can select either a vertical or horizontal vlev 
□f the split screen. The shots here are taken from a 
100% complete Japanese import version of the game, 
and although you can choose from two different views 
the graphics are nowhere near the standard of Sega 
Bally, or even Daytona. which is getting on for six 
months old now And that probably has something to 
do with the fact that you'll probably never see it 
released officially over here- it's unlikely that Sega will 
sign it up and in the light of certain other driving game 
releases, its success over here would be quite doubtful. 
Still, you never know. 

Ghen War , r 



I bit of reckless 




This has been "in development" as it were for what seems like absolute- 
ly ages. We first heard about it months ago, although little has been 
heard of the game since then. However, it's practically finished now, and 
what's more it's not half bad either. Developed by Sega of America, Chen 

separates the levels, The 'story' is every bit as dire as you would imagine, 
but the game is fairly innovative. Set in outer space, your mission is to 
destroy the Ghen race - once friends of earthlings - who turned against 
humans once they found them to be a quite useless species. To destroy all of 
the aliens, you'll have to explore the distant moon and face the enemy in 
huge tank-style battles across barren landscapes. This is another one that 
hasn't been signed up for release in the UK yet, and as the rights belong to 
Sega, it's unlikely that it will appear over here at all. 



In space, no one can hear you scream. They might be able to hear jou hlub a hit, or mum- 
ble, or sing the theme to Star Wars, but as far as screaming goes they're as deaf as posts. 
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Puzzle 
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Old Pepperoucr 
first adventur 
although he certain 
implemented far mi 



n't exactly what you'd call popular. His 
i slated for being too easy and too shor 

novative graphics and game trickery. 



a miss and go for something that requires a bit more i 
at least) lateral thinking. Yep. Peps appears in his very own 
puzzle game Thegameplay is very similar to the 
Bomberman series of games that appeared on just about 
every i6 bit console going. And if you've never heard of 
Bomberman, the basic idea is to make your way around the 
grid laying traps and blowing up the enemy, until they're 
either dead, or in this case, you've killed enough of 'em lo 
make it on to the next level. This is a very early version of the 
title, in fact, the name will probably change, and at 
you can play with up to four 
people, although in thefinishe 
version this should increase to 
a twelve player game. A 
Feb/March release in Japan 
looks imminent, with the UK 
release following a couple of 
months later. 
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Surely everyone remembers Godzilla from when they were kids: 
a staggering seventeen films have been released over the years, 

couple of games before (Rampage and King of the Monsters). In fact, 
Godzilla is becoming really popular once again, which is no doubt 
the reason behind this Godzilla game. In fact, this is quite bizarre - 
you don't play as Godzilla which would surely be the most fun, 
instead your aim is to destroy the slimy one. To do this, you have a 
multitude of tanks, hundreds of planes, thousands of men and as 
many bombs as you could wish for. Then all that's left is to track 
down Godzilla who is on the rampage around the city. In fact, he's 
destroying just about everything that he stumbles across, breathing 
fire and causing mass hysteria. To prevent him from advancing, 
you'll have to chuck a million tons of napalm his way, although he'll 
put up a real fight. The way you play the game is very similar to 
World Advanced Gaming or the battle parts of a Shining Force game 
- the action is all set on a grid and you select where tanks and 
weapons, etc should be placed. 

Although the code for this title is as good as finished, it's quite 
unlikely that the game will appear over here, simply as the theme 
and gameplay is a bit obscure for the UK market. 




about destroying any of the skyscrapers he doesn't like the look of. Your job is to stop him. 
4^ SEGA SATURN 



Revolution 



Yeah! Rock 'n roll man! It's just the best! In Its plac 
course. You know, like on a record or In a rock ver 
something. It's newer been much cop in games (except for 
the brilliant Road Rash soundtrack on the 3DO). Simply 

Acclaim are hoping to change all this with the advent of... 
Aerosmith. Ported over from the recent arcade game, this 
shoot 'em up sees the Widow Twankys of rock kidnapped. 
What are the rock chicks to do? How will the teeny hoppers 
make it through the night without their dulcet tones? Well, 
they'll make do probably, but you'll still have to attempt to 
rescue them in this faitly run of the mill shoot 'em up. This 
was good fun in the arcades mainly because you could use 
a gun with the game. There won't be a gun available for 
the Saturn version but with any luck it should be pretty 
much arcade perfect when it's released in February. 
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I God gave rock Y roll to you. But not Aerosmith. 





the Megadrive and 31X a few months ago, i ': 
n't hyped up very much, it was actually a fairly P 
jame needs little explaining - it's 

to get the hang of. But, then again, 
been popular on console, so this is bound to dc 
t a game like it on the Saturn, 



game itself can be viewed from 

sail the depth th, 

types of games. Look out for a full re 



imber of different perspectives 
'eve come to expect from thes 

« next month. 
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of 



Casper hit the cinemas over six months ago, and proved extremely 
popular with the : yoof market, in this case, the pre-teens. Yep, 
Casper's cutesy grin was plastered just about everywhere during the 
summer months and even now you can be guaranteed to see him float- 
ing around shopping centres on a Saturday afternoon, printer) on on 
those helium balloon things. Or trodden in to a soggy puddle if you 
decided to visit later on in the day. 

However, game types have always been quick to snap up any char 
acters they think may have the slightest chance In becoming successfu 
on console format, and as a character, Casper probably has more about 
him than a lot of previous film-to-game converts. And, obviously 
hoping to cash in on the Christmas market. Interplay quickly devel- 
oped a game for the Playstation As it happens, the Saturn version 
of Casper is practically identical -the aim being to make the occu- 
pants of his house as happy as he possibly can. To do this he'll havi 
to battle through various platform levels and also search the many 
rooms of his mansion to solve the puzzles put to him. 

Interplay wen 1 origif.illy hoping tor a Christmas release for 
Casper, but it looks as though it won't be hitting the streets until 
early 96 More news next month. 
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PERIPHERAL* 







Who'd have thought that those gurus of gaming 
development, AU3 would be prepared to travel half 
the world in order to find the perfect material for 
their next gaming heavyweight? But travel the four 
corners of the globe they did, and where did they 
end up? The Isle of Man. 




EA1T COME TO BALI OH COA OR IOMIWHIM IN THEIR OUEST 

I what AMj do best, you have to admit that they're pretty stuck for 
source material. Virtua Racing was completed years, ago, Sega Rally is already out 
on the Saturn and Indy 500 was assigned to AMi. So AM3. being totally nutty 
about driving games have one of two choices: they either make up their own 
version of events (which doesn't necessarily make for a great game) or they hunt 
down the cream of real racing championships from the far flung corners of the 
globe. Which is why they ended up in the Isle of Man. Vousee. the Isle of Man is 
home to the Tourist Trophy motorcycle championship 

RACE THROUGH EVERY TERRAIN! 

This gruelling championship takes place across 37 and a half miles of public roads 
encompassing almost every possible racing terrain - town environments, forests, 
mountains and even a bit by the sea. Yep. it's hard to believe that all this could 
take place in the Isle of Man. but it does, and what's more, it does it every year! 

Anyway, it goes without saying that AMj's new sim is based on this very title. 
and although it's currently only around 20% finished, Sega of Japan are hoping to 

CHOOSE FROM TWO COURSES! 

There's two courses to choose from in Mans TT, Seaside course and TT course- 
Seaside course is actually designed from scratch by AM3 And. seeing as it doesn't 
exist in the real championships, they've been able to build the course exactly how 
they'd like it. The seaside course is treated as the beginner course and takes you 
from the seaside up into the mountains. This level isn't too difficult, but it does 
give you a chance to get used to the handling on the motor bikes. 
Naturally, the real challenge here is found in the TT course. This is taken directly 
from the real championship held on the Isle of Man, and begins in the city, taking 
you up through forests, countryside, seaside and back into the city. There's also 
loads of jump points and chances for stunning bike tricks such as stomach- 
churning wheelies 




mm 

A UNIQUE NEW HANDLING SYSTEM! 

It's been a while since Sega have designed a motorbike specific game ( Cool Riders 

they've come up with a pretty unique design. Unlike racing cabinets and arcade 
bikes of the past, you can actually take your feet off the floor while on the bike, 
making for a more realistic riding experience (previously it was always easier to 
keep your feet on the floor. To control the bikes, simply sway left or right, according 
to the direction you want to head in. There's also the chance to select either 
automatic or manual gears and the bike is designed to resist against the player 
(the throttle also has very realistic sound effects), so you'll feel the weight of the 
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Once 1M3 have finished the arcade game, 
they'll begin wort on the Saturn conversion. 
Thli should be Finished by the end of 1996. 



The bike contained within the arcade cabinet 
feels much more realistic than motorcycle 
games of the past. 




AND THE IMMINENT SATURN CONVERSION... 



H complete! This should be absolutely amazing by the Mm 
in four mnnths). Two tracks will be on offer in total. 



Well, it's all a bit of a mystery at the mor 
should be released by April). However, as 
end of this year. And of course, we'll be b 



AM3 are currently busy trying 

lal eight-player link upgame 
as its completed, they'll be 
hopefully be available by the 
g you monthly updates of its 




You like bikes? You like green beams circling bikes? Scavenger's Scorcher could be the one for you 




Scavenger produce a graphical tour de force! 




Iave you seen WipeOut on the 
PlayStation? Pretty good isn't it? 
Well, any one thinking that the 
Saturn is totally out-classed by the 
lower of Sony's machine ought to 
sider two facts: 3) WipeOut is 
coming out on the Saturn, and b) Scavenger's 
Scorcher is shaping up to be graphically even more 
impressive! 

Coded by Danish programming legends Zyrmx 
(responsible for the critically acclaimed Bed Zone and 
Sub-Terrania on Megadrive). Scorcher shows the true 
3D power of the Saturn. Ves, Sega Rally looks 
absolutely incredible, but at least visually. Scorcher is 
even more impressive. 

For starters, the game is running at a higher 
resolution, meaning more colours (up to 32,768 on- 
screen at once) and a better definition. Scavenger 
themselves are extremely confident about the tech- 
nology behind Scorcher, saying that it is processing 
more polygons with full light-sourcingthan any 
PlayStation title. If you find this difficult to believe, 
you really need to see the game in action - Scorcher 





runs at an extremely smooth 30 frames a second. 
Despite the heavier tasks the Saturn's graphics chips 

are handling. Scorcher remains as fast and as smooth 
as Sega Rally. 

shaping up well. The first level (which we have 
shown pictures of before) now appears to be com- 
plete and looks great - but the second stage, set on 
city streets, is graphically even more superior! As an 
example of what the Saturn is capable of. there's lit- 
tle to challenge Scorcher's technical accomplish- 
ments (apart from maybe Virtua Fighter 2). It's diffi- 
cult to judge the gameplay at this early stage, 
because it is clear that very little of the game 15 actu- 
ally in place in these technology demos 

But one thing is clear, if the gameplay matches 
up to the stunning visuals, there's little to stop 
Scorcher from being one of the most incredible 
games on the machine and establishing itself as a 
standard by which others will be judged. Zyrinx have 
a habit of producing some absolutely stunning 
software, so hopes are high here at SEGA SATURN 
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)U want unbelievable light sourcing? Then you've gut it with Scorcher. The range and rwni- 
er uf colours used means that what you see above Is a regular feature through the game. 





The great thing about Scorcher is that ycu can do lots of crazy things like ride up walls and even loop all the way in 
travelling down a tunnel. This all takes place in environments that move smoother than Barry White in silk pants! 




The second level (right) is 
an archetypal urban waste- 
land. Among Its character- 
istics are a grimly fumod 
skyline, the distant pres- 
ence of diseased factories 
and the odd locomotive here 
and there. Thoroughly 
depressing all round really! 





gramming skill; had resulted in 
range of completely stunning 
I Megadrive ?)X demonstrations, 
which showed off the true power of the machir 
Unfortunately, the fate of the 32X ensured that 
development plans for games on the 31X 
on hold. For ever, that is. 

However, the jiX technology demos didn't die: 
instead, the programming teams concerned took 
their code over to the Sega Saturn. Amok is the prod- 
uct of Lemon ■ a hitherto unknown group of coders 
who are set to make their mark on the Sega scene 
with Amok - an incredible new shooting game. 

The player takes control of a multi-purpose attack 
craft, at home on both the ground and in the air. 
Packed with a range of weaponry, including laser can- 
nons, bombs and guided missiles, the craft is able to 
glide underwater thanks to some propeller; and 
sprouts legs on-ground making it a truly versatile craft. 

Amok is the product of 
Lemon - a hitherto unknown 
CROUP of coders who are set 
to make a mark on the seca 
scene with Amok - an incred- 
ible NEW SHOOTING CAME. 

The demo we received from Scavenger shows 
only the first level, which is based underwater. Here, 
some excellent graphical effects can be witnessed. 
including the trademark Scavenger lens flare and 
awesome 3D landscapes, generated by the Saturn's 
VDP2 chip. Also promised for the finished version is 
an accomplished split-screen two-player mode. 
which packs in twice as much action but seems to 
run at the same speed as the solo mode. 

Sega are certainly impressed by the work of the 
Scavenger teams. They have shown this demo (along 
with Scorcher) to all the major American develop- 
ment houses along with Virtua Cop. Sega Rally and 
Virtua Fighter 3 as an example of the true prowess of 
the Saturn. Rest assured that SECA SATURN 
MAGAZINE will continue to follow the development 
cycle of these potentially stunning games. 



Scavenger create the vehicle of the future! 

Scavenger's Amokseesthe 
player climb inside a vehicle that 
takes them through a startling 
range of environments. Strap in 
and prepare for a very special 
shoot 'em up. 




e SEGA SATURN 



Want a g ood 
reason to 

hu v our TV? 
You can 

swivel. 



You can tilt too. In fact with the Mitsubishi small screen TV, there's not a lot you can't do. 

If you want to hook up your games console or VCR, and get the best sound and picture 
quality around, you can. Want to do it wearing an exclusive Sega 'bug' T-shirt? Great. 

Buy this TV now, and it's yours free. So what are you waiting around for? Get down to your 
nearest Mitsubishi dealer, and swivel yourself silly. 




A MITSUBISHI 





With Tilt's imminent arrival in time for the Christmas market, 
Ocean have produced a rival in the shape of True Pinball. It's 
fast, hectic and features a variety of 2D and 3D perspectives. 
Prepare to flip out! 




| With Tilt however, the effort has 
leofthe 

more fantastic qualities of a 32 bit machine and True 
Pinball follows hotly in its footsteps. 

Like Tilt. True Pinball features a choice of view- 
ing angles, be it the 3D overhead view or the more 
graphically impressive 3D angle There are four tables 
to choose from in all. The Babewatch table features 
Mr. Muscle on a surfboard with a couple of babes on 
tiis arm, the Extreme table involves various high 
adrenalin junkies, the Law n' Justice table is a cops 'tV 
robbers affair, and the Viking table has a fitting 
Norseman quality to it How the Viking theme man- 
aged to make its way into True Pinball seems posi- 
tively baffling until you realise that the programmers 
all proudly sport Scandinavian names and are proba- 
bly all worshippers of Odin or something. Of course. 
Vikings or no Vikings, it's still pinball at the end of 
the day and the differences between the four tables 



how the viking theme man- 
aged to make its way into 
True Pinball seems positively 
baffling... 



All of the familiar pinball tricks are in there. Vou 
can rock the table from side to side to free a stuck 
ball or alter its descent, there are bonus points galore 
to gather from meandering passageways, and natu- 
rally, there are all the flashing lights and sound 
effects that the real thing gives you, 

To really pile on the points there are special 
modes to complete on each table. On the Law n' 
Justice table for example, when you find yourself in 
'Prison Break Mode' you have to shoot the mushroom 
bumpers or targets to collect prisoners. Once you've 
rounded up 25 of them you earn yourself a Super 
Jackpot'. When all eight modes or 'missions' have 
been successfully completed, there's the chance to 
move on to the 'Final Arrest' where mega points are 
on offer. 

There's still a few glitches In the game at the 
moment but most of it is complete and is looking 
fine and dandy Expect to see a review very soon. 
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Deeply flippy fun from Digital Illusions! 
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Sometimes, the best games are the most simple ones. Yep, even in 
these days of new Saturn operating systems and fancy graphics 
libraries, it's nice to know that you can still get your gaming kicks 
with a few simple presses of the joypad. 




illy, although the theory behind 

I Baku Baku it very simple, playing the 
game to any great degree may 




expected to outwit your opponent. Lik 
lot of things in life. Previous Megad rive 
owners may recognise it as a Mean Bean 
machine clone, but in reality, it's actually quite 
different. Although the main game does revolve 

Animals and their preferred 
food croups are the order of 
the day here, and you'll have 
to match up animals with 
their respective choice of food. 

around matching up sets of fruits, it does have a 
novel twist. As soon as a fruit Is matched with its 
owner, the animal, be it a panda, rabbit, dog or 
monkey, promptly grows In size and chomps their 
way through all linked up foods. Each of the blocks 
that the animal eats then falls on to your opponent's 
playing area. The great thing about this title is that 
you can unleash absolute havoc on to your enemy by 
strategically lining up strings of fruits then setting 
off a chain reaction of frenzied feeding, and indeed, 
frenzied showering of fruits on to the other side. 
And that's about all there is to explain really 



created by none other than AM3. You know, the ones 
that developed the gaming beast that is Sega Rally. 
Now, whatever possessed them to turn their hand 
this sort of title is beyond us. Maybe they did 
t on their day off or something. But. even 
though it's a really simple concept, AM3 
have managed to add some novel elements 
to what is essentially, a variation on the 
indent Tetris game. Plus, this title was also 
developed on the Titan board, which means 
that it was also developed as an arcade game It's 
unlikely that you'll see it in the arcades over here, as 
it's a bit of an obscure concept for most arcade game 
buyers to be interested in [plus it doesn't have the 
immediate satisfaction of something such as Rally or 
Virtua Cop), but after you've had even one play on 
the game, you'll find yourself unable to put it down. 
Vou can either play it in one player mode against the 
computer (as either a 'story', ploughing through pro- 
gressively harder opponents or a one-off game) or 
you can play against another person, which is with- 
out a doubt, the best way to play. The chomping ani- 
mals make it a much more endearing game than pre- 
vious cuties such as Hebereke. who. lets face it, does- 
n't exactly do much apart from stand there, swell up. 
and pop all over everyone. 

There's still no official word as to whether Baku 
will be released over here, although it was released in 
Japan over a month ago. However, development hon- 
chosat Sega have hopefully realised that if it was 
released in the UK. Baku would be a hit -just as 
Mean Bean Machine was on the Megadrive. After all, 
you can't just have technologically ground-breaking 
games and naff all else can you -and we can guess 
that Baku will be played long after the Daytonas of 
this world are banished to a darkened cupboard. 




In story mode, you'll begin competing against 
fairly easy opponents, although they'll get 
harder with each level you complete. They all 
have special taunts too, but they're in 
Japanese. Which makes things quite difficult. 



WWM 



*!£</__ sii*I\ 



C^i 





r*"H^~fi 'EJn*^, 



,:' > ' . -" ■>.., 



4j> SEGA SATURN 



revi e w 



A*2> 



I 




AM3 Develop ground-breaking puzzle title for arcade and Saturn! 



Baku Baku has already 
surfaced in Japan as a 
coin-op an it amazingly 
enough, was developed by 
AMI. I guest it made a nice 
change from all those 
cutting edge driving games. 
Maybe they got bored. 



If you boi an animal in with none of its proffered food around it, it will start to 
get a bit agitated, probably because it's really hungry. The rabbit will even cry 
if you don't feed It, which makes you feel a bit like a surrogate father or some- 
thing. 



Sega haven't confirmed whether they'll release Baku Baku in the UK, but we 
think it's brilliant, even it Is a really simple concept. In Tact, It's hard to 
believe that AUJ developed this title, seeing as they're used to more grandiose 
titles such as Sega Rally, but as far as puzzle games go, it's brilliant! 
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This is the sort of thing we want to see. Sprawling big games that take 
advantage of the new capabilities of the Saturn. Games with cyber- 

I sttle »c»entu 7T1 cycles, lasers and death. But what's it all about, Alfie? » 



-\ 



:y, who'd want to live in the 
ire, eh? Nothing but trouble, 
ire societies. Full of mad cyber 
c corporate dictators plotting I 
| take over the world using strange 
iputer viruses planted in the 
heads of young children. And then you always h.i\ 
to get some renegade hacker or green-haired 
teenager on a motorbike to smite them. You can 
imagine what the news must be like every 
"Today yet another shadowy 

blown up in his secret fortress whilst wearing robotic 
battle armour as one lone gun hero saved us all from 
oblivion and food paste and mind-contrc 
And finally, a skateboarding duck in Hyd 

Cyberia 
which puts the fate of the worlc 
the games player Weil not real!) 
world of the future, otherwise u\ 
But the point is there's a plot to 
going tO tike more than nimble fingers to do r 
Although it's going to take nimble fingers, too. 
Cyberia first appeared on the PC this sum 

Cyberia is another story of 
dodgy future ethics which 
puts the fate of the world 
in the hands of you, the 
games player. 



and its origins show clearly. It's one of those graph 
adventure things which is half RPG. half shoot 'em 
up where you guide a lovely rendered character 
through a number of scrapes, shooting things and 
solving puzzles, conversing with othi 
occasionally sitting back to watch a plot interludi 
'.'.hi-.h explains what's going on around you. It w; 
pretty good In fad, il always seemed like 
console title, but back then consoles just 
powerful enough to run anything above Snatcher 
standard. Well imagine a future cyber-Snatcher w 
a 3D cast and blasting scenes segued into the 
legging-it-about gameplay and you're about 
with Cyberia 

Although it's a way from finished yet, Saturn 
Cyberia is already looking quite splendid. The graph 
ics are certainly up to scratch and the flow of the 
action is certainly up to speed. But will it s 
the translation? Were we wrong all along: 
actually going to be a bit rubbish? After al 
we didn't play it that much on the compu 
er, because computers smell. Well only tin 
can tell you the answer to that. Time, and 
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True Pinball breai 
but not the laws of 



Wie Pinball is the ultimate fully rendered, high speed 
ropulsion into the electric world of pinhall fervour. 

Why? 



Because it incorporates four tables, multihalls, video 
modes, incredible music, high res 2D and 3D views and 
32,000 plus colours, because it remains faithful to every 
aspect of mathematical precisian right down to gravity 
conditions, and because it stems from Digital Illusions' 




the mould, 

rrayitT. 

■ ^J w 

considerablE experience - that's why. 
That's why it adds up to the fastest, most accurate sim on 
the market and shatters the mould of what we are asked 
to accept. 
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letter 



It's that time of the month, readers, no, 



personalities are suddenly 



I'M SECURE ONCE MORE! 



DEAR FOLKS AT SEGA MAG, 

Just a quick note to say I hanks very much for the video. I have had my Saturn a 
couple of months now with Bug! and VF Remix. Although these games play excel- 
lently and look good, after seeing Destruction Derby and Tori Shin Den on my 
friend's PSX I couldn't help but worry a little that the Saturn may be fighting a los- 
ing battle in the graphics department -and we all know from the PlayStation's 
huge sales that graphics sell over gameplay. However, seeing VF2 and the frankly 
incredible Sega Rally has restored my faith in Sega's machine and I'm a secure 

Mark Brett, Birkemhaw, Bradfotd. 

^^& Hey Mark -thanks for being you, 

I MISS JOHN MADDEN 

DEAR SEGA MAG, 

I have just sold my Megadrive and purchased a Saturn Already I am starting to 
miss some of my favourite games such as FIFA, Madden, Road Rash and Jungle 
Strike. It's no coincidence that these are EA titles. EA produce quality games with 
only a few bummers thrown in (just to prove they are human|. Will any such titles 
grace the Saturn as I see they've been developed for the PC, 3DO and PlayStation? 

This is not a grovel but I am very impressed with your magazine. Last month 
was my first purchase and will not be my last! The free video just blew all other 
software mags into oblivion and left them crumpled in the gutter. 

PS Do you have a release date for 5ega Rally yet? Vour previ 
that broke the camel's back and finally persuaded 
me to buy the Saturn (50 it's all your fault then!) 

' V : .v. Stroud, Clouci. 

^_j, Relax there Pedi. EA have already com- 
~^^ mencedworkon FIFA for the Saturn, and 
surely other Virtual Stadium sports titles are to 
fallow Read the mag and we'll keep you posted. 
In fact, we already posted you about FIFA 
months since, blind-o. 



[UbrSoft - SSM] have cancelled that. The 32X is a 32-BIT console like the Saturn and 
PlayStation and it hasn't even got games as good as the Megadrive. its little broth- 
er, I reckon that Sega should concentrate a bit more on the 32X. 

And the last thing I heard is that Sega had signed a deal with SNK the mak- 
ers of all the Meo Geo games, that games like Virtua Fighter will be on the Neo 
Geo and King of Fighters on the Saturn but only Saturn 

Junior Cowan, Petkham, London. 

^2, What do you mean the 32X ONLY has Virtua Fighter? Oh, dear me, it ONLY 
~*^ has a brilliant conversion of probably the best fighting game in the world. 
What a shame. How my heart bleeds for you, But on the other hand, there is a bit 
of a 32X software deficit at the moment. Were not entirely sure what Sega's long- 
term plans are, but X-Men (out early next year) already looks corking. 



SARKY GET 



DEAR SMsters, 

Ah, SEGA SATURN MAGAZINE is it now? OK, so let's take a gander at some 
new Saturn stuff then;Fighting Vipers, Manx TT, Marvel Super Heroes etc. 
And when will these lovelies be finding their way onto the Saturn? Anytime 
this century? Still, the Net add-on will be in the shops for July '96. must 
make a note of that in my diary. 

But hey, why worry about the future when there's so much happening 
right now. Shinobi X, NBA Jam, Mortal Kombat 2, Streetfighter The Movie... 
No lack of innovation there I'll be bound, exhilarating stuff, though perhaps 
a tad less exciting than the MDs current line-up, or even a daytime badger- 



atch. Never mind, at least 



SEGA SHOULD 
CONCENTRA- 



TE 



DEAR SEGA MAGAZINE, 

I just want to know a few things about the 
Megadrive J2X. is it good or bad? I have wanted 
to buy one for sometime but the line-up of soft- 
ware is a bit dodgy For instance Capcom (the 
inventors of Street Fighter, Darkstalkers. X-Men 
and the forthcoming Marvel Super Heroes) said 
they are not making any games for the 32X. They 
are just concentrating on the Saturn and all the 

even heard of a release date for MK3 and anoth- 
er thing the company that makes Rayman 




e got Virtua Cop, X-Men, Sega Rally and VF2 
to look forward to for Xmas, haven't we? 

PlayStation outselling the Saturn in a 
ratio of 8 to 1 is it? Goodness, I'm surprised. 

PS At least the Saturn's TV advertising 
is cooler than the PlayStation's Well done 
Sega! 

Lot Migdale, Somewhere Oop North. 



i hat 



n the knife drawer. Cop 
2 will be out by the time 
there's loads of stuff in 
A/ipeOut. Ha ha. Oh and by 



NO WAY WAS 
I PA "• 



PAYING 



DEAR SEGA MAG, 

1 am the proud owner of a new Sega Saturn. At 
first there was no way I was paying £400 for a 
games console so when I saw the Sega advert 
showing the Saturn at £300 I decided to go out 
and buy one. I went to about five different shops 
trying to get a discount as I was paying cash but 



had no luck. I ended up buying the machine for £ 299 and as there is no game with 
the Saturn for this price 1 also bought VF Remix. Imagine my reaction when I got 
home, opened the packaging and found Virtua Fighter included with the Saturn - 
now I really like VF Remix, the graphics are amazing. Should I keep VF Remix or sell 
one of them? What games should I buy for Christmas? 
Darin Murray, Stevenson, Ayrshire. 

j££. You'd be lucky to find a place offering a discount for cash these days. Darin. 

"-^^ All those places make more money out of credit, keeping their loot in 

banks and racking up interest on credit. It's a cyber-money society these days, you 

know. Cash gets you nowt. Anyway, it's probably a bad idea to suggest VFi for 

Christmas given your surfeit of fighting gan 

(you should sell VF Original Flavour, by the 

way), but Virtua Cop is a good bet. And Rally is _ 

excellent can wait ■HBHHHHHHHHMHBHMMliM 

'-ally, you can" ~ 



YQ. SEND OUT TO THE 
DEDICATED SEGA CREW 



ed out and forked out "by hook c 
with VFandajoypad and we all f 



by 



DEAR SEGA MAC, 
This letter is dedicated to Sega fan 
crook" £400 on a Sega Saturn OK : 
pretty happy with ourselves. 

THEN it happened, eight weeks down the road the price drops by £100. 1 feel 
shocked, betrayed, disillusioned. 

I think to make amends for this rip -off Sega ought to give all those people 
who paid full price and returned their guarantee by a certain date for a game of 
least send them VF Remix. 
What's your opinion? 
Yours ripped-offly, 
Andy Bull, Castiecroft, Wolverhampton. 



^g. Well, it's not pretty, but this sort of thing 
^^" always happens. Especially around 
Christmas. Market forces, you see. Plus the weaker 
Yen now allows Sega to import hardware cheaper, 
ig is passed on to the (new) customer. 
It might look like it sucks, but it's fairer than rip- 
ping off all the Johnny-Come-Latelies. Your idea of 
a bonus voucher is pretty sound though. How's 




LEAVE IT TO 
SATURN 



JRN MAG! 



DEAR SM, 

I think your mag is brill, but I have two complaints. 
Firstly. I would like to complain about the amount 
of Saturn reviews in your mag. why don't you 
aturn Magazine! 
Secondly, not long ago I sent to your mag for 
ue 11. When I got it 1 was very surprised to find 
at the MK; Death Chart wasn't free with it! 
mldyou send me the chart through the 



DEAR SEGA MAGAZINE, 

Congratulations on your new style Saturn 
Magazine. It beats the pants off the rest with a 

flying baefcflip double somersault to the balls, as does the Saturn! Yep. the Saturn 
Is definitely the Sonic's testicles of all consoles and I'm well chuffed to have one! 
Talking about Sonic, the little blue spiky-haired feller has revealed his little fea- 
tures. Where you say" Well, he's appeared in Bug!. Having taken a serious career 
slump the aging little freak ha; now been reduced to filling in as an extra on one 
of Bug's bonus levels! Life's hard being a 5ega sprite (aah! What a shame! Loads of 
sympathy I) 

Life's also hard being a Sega owner I know Sega are trying to make a profit, 
but don't you reckon they're taking the wee a bit by releasing all the good new 
titles around Christmas? Is it marketing strategy or coincidence? 

As for your Daytona competition, any tips on getting a faster time as I've 
managed 41.08 sees, but I can't see how I can improve. Am I just a loser or what? 

One last thing, how about a bad boy Star Wars game for the Saturn, where 
you get to blast the crap out of the Empire, and actually get to control X-Wings 
etc? Is there one planned- if not. why not? 

Cheers for listening, 

Chris Barnes, Walsall, W Mitts. 



This will make me v< 


^ry happy and 


grateful. 


Robert Hendley, Aldridge. Walsall, W Mids. 


fv To address your fi 
~^P Saturn Magazine, 


■st point -er.. 
andwe'lkov 


^aVmany 


Saturn games as we dam 


nwell please. 


Sorry to 


hear about your trouble v 


m our back 


issue, 


though. Sadly we don't h 


we any copie 


, of the 


magor Death Charts ora 


"Ything here, 


so I'm 


afraid you'll have to call c 


ur back issue 


; depart- 


ment on 0858 468888, bi 


it they shoulc 


be able to 



COOL AND ON TOP 



nag any better, but your first 
nn top of that you give away a 



is there any p. 



o that letter r. 



eyoujust writin 



n for a chat? 



DEAR SEGA SATURN MAG, 

First of all I thought it wasn't possible to make your 
issueofSEGA SATURN MAGAZINE is just cool, anc 
video as well! 

At the moment I own a Megadrive and Mega-CD so I love the 16-BIT section 
in your mag. Will Sega still support the Mega-CD because I have never seen many 
games in your mag. is it worth getting a 32X for 32X CDs? I love my Mega-CD so I 
would like to know if it has a future, if Sega put their minds to it they could make 
some top Mega-CD games. Any news about Snatcher 2 as I loved the first one? 

Ross Hayes, Barbourne, Worn. 



See, Matthew Sasit, SEE? HERE'S someone who likes our 16-BIT section. So 
stuff you. Sega have eased off a bit on the Mega-CD, but hopefully they 
elease a game or something at some point. Hopefully it'll be Konami's 
auts (Snatcher 2). because we thought the original was ace too. But then 
id it would be out ages ago and it still hasn't appeared even for a Preview. 
going on Sparkster, oh Rocket Knight pal of ours? 



1* 




This is SEGA SATURN MAGAZINE and 

we are your friends. We love you like brothers and sis- 
ters. In fact you are our surrogate children. But some of you are 
poorly little ones. Like Tiny Tim from A Christmas Carol some of 
our readers are Sega knowledge cripples. And like that other 
crippled kid from The Pied Piper of Hamlyn we don't want you 
to be left behind whilst all the other readers skip merrily into 
the magic mountain of gaming nirvana. So this is our Q&A page, 
where you can fill those irritating gaps in your Saturn learning. 
Write to US at SAINTLY Q&A, SEGA SATURN MAGAZINE, 
PRIORY COURT, 30-32 FARRINGDON LANE, LONDON, EC1R 3AU. 



SORT YOUR OWN NECK OUT 

DEAR SATURN MAC. 

i Why do Sega keep ripping us punters off? I 
bought my Saturn in August for £399 RRP but as soon 
as the PlayStation comes o ut they drop it to £299 RRP 
(come on, it's £100). So much for being loyal? 

2 How the hell can AM2 put that music on 
Daytona. it is absolutely rubbish and how can I get 
rid of it? 

3 Why is the Saturn Mag £3.95 and the Sega 
Mag was only £2.45 's it because the Saturn is more 
expensive so you thought you would rnake the 
Saturn Mag more expensive? 

4 And finally, those" pages used on the 
Megadrive in your Saturn would be best used for tips 
and cheats for the Saturn as it is a Saturn mag not 
Megadrive. Master System Came Gear, isn't that 
Sega Mag. you and Sega want to sort your necks out. 

A Saturn Toting Mancunian, 
Ma nc hest e r (p res u m a bly) . 

,4 J, 1 Yes, but there's no game with it. And anyway, 

: ^^ we've addressed this point already in Letters. 2 
They have no ears. You can't. 3 Yeah, we're trying to fleece 
gullible punters like yourself. Not really, it's because there 
was a video on the front, which worked out a bit expen- 
sive. 4 We've talked about this in Letters as well. And 
actually, this is Sega Mag, technically speaking. 



I WANT TO WATCH RUDE CDS 

DEAR Q&A, 

I do hope you can answer the few questions I have. 

1 Will the Video CD add-on card play all types of 
films on CD. like CD-i etc? Could you please list what 
types it will play. 

2 Can I get a SCART lead for my Saturn with sep- 
arate left and right phono plugs for connection to my 
hi-fi? 

3 Why haven't you got an e-mail address? 

4 Is SEGA SATURN MAGAZIME now replacing 
Sega Magazine? I would like to subscribe but the ad 
in the mag looks like you will send the old ones out! 

5 When I play VF on my big TV I don't get the 
Ranking mode, but on my portable I do, why? 

As you can see I haven't asked any stupid 
questions like your other letters (eg how many levels 
will Sega Rally have and will it have colour?). 



.^J, 1 CD-i and any other MPEG stuff will all work 
~^^^ with the Saturn's Video CD card. : Yep, ask your 
friendly man down at Tandys or wherever and he should 
sort you out. Or she. 3 Because our Executive Publisher 
nicked our address to download progressive rock news- 
groups, 4 Yes. And you'll get brand spanking new SEGA 
SATURN MAGAZINES in the future if you subscribe. S It's 
Cod rewarding you for your humility. 



TRICKY TECHNICAL QUESTIONS 

DEAR SSM, 

In issue 1 of your excellent magazine you said that 
the Model 2 board fits one colour per polygon and 
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the Saturn 16 colours. Could you please explain the 
difference between this and texture mapping? 

2 Could you please list all eight of the Saturn's 
processors as I am unclear of them? 

3 Could you please say what the Saturn's known 
capabilities are using the SGL OS and what each 
processor is capable ofseparately and then collectively? 

Thank you very much whether you answer my 
questions or not. That video was brilliant and makes 
me ever more proud to be a Saturn owner! 

Steven Fenner, Rickmansworth, Herts. 

a^ 1 Texture mapping is the process of mapping 
'■^^ sprites over polygons to make them look more 
realistic. Whereas Model a boards, with their trillions of 
polygons, only really use one colour per shape to look 
realistic, the Saturn (which can't shift the maths quite as 
well) requires more colours on each polygon for the 
same effect. 1 No ; Flight, telekenesis. Cookery. 



FEEL DE WRATH 

DEAR SSM, 

I was pleasantly surprised to read that you were 
starting a Saturn mag and you have my full support. 
Please answer my questions or feel de wrath. 

1 Will you be giving away free demo CDs to 
compete with PlayStation mags? 

2 What exactly will the MPEG adaptor do for 
the Saturn? 

5 What kind of PC would be equivalent to the 
Saturn's processing power? 

4 What probability is there that the Ultra 64 
will be a serious contender to current Next 
Generation machines? 

5 lsthe32X going down? 

6 When will you stop covering the 16-BIT plat- 
forms (not too soon I hope!)? 

7 And finally is the new Competition Pro joypad 
for the Saturn worth the dosh? 

Yours sincerely. 
Thomas McCall, High Blantyre, Glasgow, Scotland 



SMART KID 

DEAR SSM, 

Right, I'm not going to beg but please, please, please, 

help me make a decision on buying a Saturn. 

i Why are Sega selling a Saturn and one pad 
and VF for £350 when you can get a Saturn and one 
pad for £300 and then VF Remix for £30. It's £20 
cheaper with a better quality game. 

3 Is this because you need a copy of the original 
VF to run VF Remix? 

3 If not why can't all Saturn games be this cheap? 

4 Will the Virtue Cop gun be compatible with 
future gun games? 

5 Do you think the six-player adaptor will be 
worthwhile and will many games use it? 

I think the new mag's great and the preview 
video was brilliant. I'm sure whatever I'm sandwiched 
between this month is fab so keep up the good work 
Ben Marriott, Southampton 

jj J, 1 Because VF Remix is only limited edition, 1 Not 
*^^ in the slightest. 3 Er... good one. It's because the 
game had already been researched developed, so it was 
cheap to produce, and also the profit margin was 
slashed to actually shift some copies (as everyone 
already has VF). It was Sega's little gift to their fans. 4 
Oh yes. s Looking at other multi-taps for other consoles 
it should be fairly well supported. Stuff like the awe- 
some Guardian Heroes is already in the can. and more 



WHAT IS THIS SCART? 

DEAR SSM, 

Please answer my questions as I am considering 
buying a Sega Saturn and I would be most grateful, 
i What is a SCART TV and how do I find out if 



2 Is £3.95 now your usual price or was it jus 
because of the video? 

3 If it is your usual price than what is your a 
subscription fee doe the UK (issue 1 had twopric 

4 Do you plan on giving any more videos 01 
demo CDs away free? 

Stephen Andrews, Teignmouth, C 
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You may thinl 

dreaming, but Sega are 
ready to give you the chance 
to do the Lombard-a. Part 

of the three-game 
Saturn renaissance, 

Rally Championship heralds 

a new level of 
technical bri'" 
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opponents, who all start off in an unorthodox grid for 
e exciting. You'll race across three stages of 
bidding to reach checkpoints before your limited time 
your job is your computerised navigator, who shouts 

verity of each turn as you approach it, along with helpful hints like 
"Whoah!" when you go over a bump or hit a wall. You can make life harder 
[or at least longer) for yourself by trebling the 
Championship mode. Of hone your track knowledge in a Practice game 
competing against one other car. Hell, you could even switch on the Tin 
Compare option which periodically informs you of how close to (or far 
from) the best ever recorded championship record time you are. 

And that's about it. You know what it's like with driving games, 
they're not exactly known for their surfeit of special moves or coloured 
block alignment techniques. 




I 38 ^p SEGA SATURN 



6s^ 



"s^r 




Follow that car! 



lack of cheering spectators. 



They say that virtue is its own reward. But what if you're evil but good at Sega Rally? 
What reward is there for you then? Well, there's the ego-sating Replay option for 
starters. Should you crack one of the top five lap or race times in Time Attack mode 
you're treated to a full play 
back of yo ur efforts, from 
your choice of the two 

s. Even greater 
booty awaits those with thi 
skill to complete the full 
game (including Lakeside) 
whereupon a full multiple- 

ra cinematic 
your triumphant Lakeside 

:e displays itself, which 
you may watch at your lee 

re (as our American 
is would put it). 




Thankyou for your custom 

Pernickety players who don't like the idea of any of the cars on 
offer have a life-saving option open to them. It's the car cus- 
tomisation option, which facilitates the creation and storing of 
up to four new cars. Alright, so they're built on the frames of 
either the Toyota or the Lancia, but it's what's inside that 
counts (as your gran always said), and you've got pretty free 
reign to tune these babies to your individual style. Pick a 
chassis and transmission as normal, and then mark the 
following categories from from one to five. 



HANDLING How quickly and acutely 
your motor snakes itself around a 
corner when pressed. Harder steering 
produces more rapid and severe 
cornering, softer a gentler but slower 

TYRES Hard tyres? Or soft fluffy 
tyres? Which would you pick? They've 
all got their own advantages and 
drawbacks. And the decision... is 

FRONT SUSPENSION Basically, how 
bouncy your front wheels are. 
Obviously this makes for better steer- 
ing on smoother surfaces, but can 
send you leaping ail over the shop on 
the bumpy bits. 

REAR SUSPENSION Soundness of 
back wheels, which affects the turn- 
ing curve of your rear end. It's not a 
good idea to mis-match front and rear 
suspension too greatly. 

BLOW OFF VALVE Quite frankly we 
haven't got a bleedin' clue what this 
does. Perhaps it has a big temper 
tantrum if you crash too much. 
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lakeside 



ilready mentioned the secret hidden Lakeside course, but given 
of interest in it, we thought it might be nice to tell you 
about it in a bit mote detail. Lakeside appears on the course select 

du manage to finish the Bally Championship in first 
place. Your ranking on the first two courses is unimportant, although 
you must complete them both. Lakeside is a super-tough advanced 
ify autumnal surroundings comprising of a series of 
ultra-tight bends and incredibly narrow straights. Indeed, it's almost 
impossible to overtake at any point on the track, as slewing off to the 
left or right bangs you into hard compacted mud ridges which slow 
your vehicle down to a standstill. But it's worth persevering as an 
extra-special surprise awaits those who complete Lakeside in Numero 
Uno position... 







Sounding like a pair of Gladiators ("...and next upon Death Match we have 
Lancia and Stratos - another one bites the dust") the Lancia Stratos is actu- 
ally the extra-special surprise awaiting those who complete Lakeside in 
Numero Uno position. It may not shock you to hear that this is in fact a new 
car, one with a turbo powered engine which most mechanics would find 
quite hard to believe. But just to fox players, even once the Stratos is avail- 
able to you it doesn't appear on the car selection screen. In order to pick the 
new car you'll have to learn the secret of pressing Right on the joypad until 
you pass all the other cars on the select section (or Left if you'd prefer the 
Automatic version), only then does your favoured transport appear. 
Needless to say, thanks to its speed and lack of weight, if you're not a 
particularly good driver you'll never be able to handle the Stratos. But then 
you'd never have been able to access it either. But for those of you who 
can't, here are the WORLD EXCLUSIVE NEVER SEEN BEFORE ANYWHERE 
shots of the very scooter itself. 







Have you ever seen anything like this on Not a link-up game, but a split screen two 

console ever before? player jobby, which Is just as good. Almost. 




showcase 



AM3 speak! 




We are Sega Saturn Magazine. Hear us roar. Such is our power 
that we have summoned AMj to our portal and questioned - 
nay, interrogated - them. It was not an option for them to 
refuse. Here are their opinions, wrenched from their brains 
with Rigalian Psych-probes. Our thanks to Rally designer 
Atsuhiko Nakamura, AMj producer Tetsuya Mizuguchi and all 
the other handsome members of the team for being lovely. 

SSM: How easy was it to go about converting Model 2 technol- 
ogy to the Saturn with Rally? 

AM3: On the technical side we have remade it to a consider- 
able degree. Almost completely. We used the [arcade] graphics 
to some extent, referring to our original data. But as for the 
n, the power of the machines is different. The arcade 
updated at 60 frames a second - we made it 30 frames which 
we had to make quite a few fine changes in the game's parameters 
So, it was almost completely remade." 

SSM: There are differences in the ways the Model 2 board and Saturn 
handle polygons and textures. How can you produce such a dose graphical 
replication on a machine which can't technically handle the polygons 
displayed by a Model 2 game? 

AM3: There are polygon models [from the arcade version] which have 
texture, but the arcade version has monochrome texture. The polygon 
count is lower in the home version [but each individual texture can have 16 
colours - SSM], We played the arcade version many times to see the data 
which is the basis for our programmer and designer. 

SSMi Rally was produced, incredibly, without the benefit of the SCL OS. 
Why not? And what differences did this make? 

AM3: When we started making the [program] environment, the new oper- 
ating system had not been completed. We had to go our own way, which 
took time - the team was good. 

SSM: The big question is how did you capture such a feeling of realism in 
the gameplay? 

AM3: Our designers went back to the arcade version and worked out the 
locations, drew pictures and captured the atmosphere and the feeling of 
distance. Then there was about two weeks of discussion on their work, 
During this time they worked on the car settings and we had Mr Voshio 
Fujimoto, winner in the Toyota Castrol car to advise us. Then Mr Nakamura, 
Mr Hattori [conversion team members] and Mr Fujimoto went to the Asian 
Pacific Indonesian Rally for three days and studied the cars. They actually 
drove in the cars, saw how they moved and how the settings should be 



SSM: So it's technically a Toyota Celica simulator? 

AM3: They're general - not just about the Celica. They include other details, 

including Michelin tyres. We didn't want it to become too complicated. 

SEGA RALLY IS REVIEWEDON PAGE 78. 
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AN HEROIC Q UARTE 

roes offers the player a choice of four characters, and 

1 sports the traditionally wide almond eyes and stran 

hair, they also possess their very own unique talents that make tr 
colourful individuals they are. Here's a 
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HAHN SAMUEL: 



The first couple of things you'll notice about Hahn is that he wield: 
mighty broadsword and that he's mighty broad to go with it. Becai 
best asset is his strength, he doesn't have much in the way of magic. Jui 
about the only spell he can pull off is the fireball, and hell, everyone can 
that! However, after the first boss has been confronted, Hahn is given a 
and more powerful sword and this he carries with him for the re 
of the game. Some of his talents with it include a thundering 
downward slash that practically cleaves enemies in two, a powei 
barge that sees him make use of his ox-like shoulders to storm 
into opponents with his blade blazing, a side swipe that gets 
them right in the gut and a spinning swipe that deals with 
enemies attacking on both sides. 





Harm's range of sword attacks is truly devastating. When 
making improvements to him don't worry about this aspect of 
his abilities. Concentrate on increasing his magic power. 



RANDY M.GREEN 




Perhaps the most bizarre of the characters on offer is Randy. Looking like 
Lawrence of Arabia and carrying a staff reminiscent of Moses, Randy has 
companion in the shape of a tiny and fluffy bunny. Most of Randy' 
attacks involve the use of his staff. He can wield it like a sword, swiping 
down on his foes, spin it like a baton and even concentrate a blue energy 
ball in its tip and prod enemies with it. He can also pull off a rather feeble 
spinning kick. As for magic, well, Randy has the familiar fireball and light- 
ning spells and a couple of his own thanks to that staff of his. The first of 
these is a fire storm which sees the energy centre around the staff head and 
then invoke an eruption of flames around him. The second is a freeze spell. 
Again the energy centres around the staff in the shape of blue light. This 
then transfers to the ground around his feet. Any enemies standing on it go 
is frozen as ice pops and it's then simply a matter of bashing them to bits. 
I But what of the bunny? Well, it goes all aflame and hones in 
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NICOLA NEIL: 



As far as physical strength is concerned, Nicola i 
she look; like she'd have trouble karate choppin; 
kick and punch are both equally puny and aren'1 
with. But where Hahn has physical strength, Nit 
and plenty of it as well. She can regularly summ 
damages any enemy standing near her and whh 
her wand at any moment, although these don't 
opponents. What Nicola does best though 
and these include the standard fireball, a e 



far from impressive. In fact 
tissue paper. Her donkey 
really worth bothering 
'la has psychic strength 
n up a power beam that 
isically release stars with 
ause that much damage to 
spells. She has four in all 
dome spell that si 



her and protects her from attack, deceptively cute pink stars that transform 
into a pink glow beneath her feet and smiley faces which she si 
with her wand and which leave enemies dazed. 
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THE BODYGUARD 



I So you're looking at the screen shots and you're wondering who in the 
| damnation of beelzebub that big fella in the golden armour is eh? Well, h 

is quite simply a guardian hero and hts job is to do whatever you 

He arrives in time to defeat the first boss and stays with you through thick 
I and thin afterwards. There is ^n option which gives players the choice of 
| whereto position him. If you're a bit yellow for example, you might want 

11 placed in front of you so that he can hack through any enemy 
I approaching. Or alternatively, you might want to position him behind you 
I to check for sneak attacks from the rear. Don't think 
1 though that having him around means 1 
can take time out to have a spot of 
I packed lunch. The dark forces approach 
| thick and fast in Guardi 

you're gonna have to get involved 

the blood and guts of battle 
I whether you like it or not. 




HOME IMPROVEMENTS 

i 



Every time a level is complete a screen comes up which gives you the 
thance to improve on your characters abilities. Obviously, because it's ail 
written In Japanese, it's a bit on the tricky side to understand, but a touch 
of honest-as-Tommy common sense leads us to believe that 
your physical strength, your speed, stamina and the power of your spi 
among other things. In fact, of the later we are more than sure becau' 
you Increase the power of your spells they grow larger and naturally 
devastating. 





Renowned as the first beat 'em Up 

to dip a tentative toe into the next-gen 
console market, Toh Shin Den 
established itself as the initial standard 
bearer. Naive days indeed, and since 
then Toh Shin Den has found itself 
floundering amid its esteemed 
SUCCeSSOrS, Virtua Fighter and 

Tekken. Can it still cut the 

mUStard on the Saturn? ROB BRIGHT 
gets out the Colemans and takes a look. 



THIM WA1 * PARTICULAR SPECIES OF FIGHT BACK IN MV SCHOOL DATS 
KNOWN Al THI 'VOU THROW THI FIRM PUNCH SCENARIO'. lT*» ONI THAT 
MIGHT BE FAMILIAR TO MANY OF VOU. THIS IS WHIR! ROTH ANTAGO- 

IUT WHIN IT CAMI TO THI CRUNCH, Will 

LITT1E RELUCTANT TO GIT ON WITH IT. ThIV WOULO NORMALLY 

BLOOD THIRCTV CROWD UNTIL IT WAS EITHER ABAN- 

DONID, OR ONI OF THIM MADI A SURPRISE ATTACK WHILI THI OTHER 

DIR THI ASSUMPTION IT WAS. OFF. Ahhh. THE 

■H? 

Alternatively, inviting one of the characters fiom Toh Shin Den to throw 
the first punch would of course result in getting hit. There are no lurking 
pacifistic tendencies or hints of yellow in this band of rough and tumblers. 
No sir! All eight characters pride themselves on their fighting skills. After all, 
they wouldn't go getting themselves in one-on-one combat otherwise. 

As the punters have come to expect from the new league of JO one-on- 
one beat 'em ups, each character has a vast range of moves to exploit and 
their own surprise specials at hand. Each fight takes place in a specially 
designed battle arena. Beyond this you'll find a fathomless drop so don't 
think running away can save you. To top things off, Toh Shin Den comes with 
its fair share of hidden characters. Do battle with these and even play as 
them as well. Just remember to throw the first punch ok? » 



w to make a big splash Rungo gets ready For a surging upper cut 
i his Travolta splits! while Duke desperately tries to make Friends. 
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EMI SHINJO 



Eiji is what you might call the standard combatant in the same way that 
Ryu tends to be in Street Fighter, He looks quite a lot like him as a matter 
of fact. Eiji's weapon is the trusty sword which he is particularly adept at 
using. His specials involve a blazing thrust with the sword and a fireball 
which emanates from the end of his sword. The nimble fella also does a 
rather useful sliding attack which trips up his opponents. Eiji's special 
when under pressure is a combination of sword moves and an upper cut 
which works to excellent energy draining effect. Eiji and Kayin tend to be 
the most well balanced of the competitors mining agility and speed with 
a good measure of power. 




to 




KAYIN AMOH 



Kayin's moves and style are similar to Eiji. Both of them use 
a sword and both of them have a penchant for fireballs. One 
of Kayin's most impressive moves borrows a bit of inspiration from lean 
Claude Van Damme by twisting iSo" into the splits! If he does this special 
while in mid-air he does a gymnastic flip kick instead. His other special 
Involves a forward thrust with his sword which works in a very similar 
way to Eiji's, and sees him charging furiously at opponents with his 
sword blazing. The most visually satisfying move from Kayin is his combo 
which has him do his splits attack three times in a row followed by a flip 
kick! Kayin has made no plans to have kids by the way! 
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HONDO 

Dressed in regal purple robes and carrying a tall staff, Mondo cuts an 
aristocratic figure. His moves are equally refined displaying a regimented 
and precise style of combat. The first of these proves the dexterity of the 
man's hands with the staff spinning like a rotor blade into opponents. 
The second special is similar but this time Mondo jumps into the air with 
the staff spinning in a kind of upper cut. Also, if you repeat the special 
while he's in mid-air, he hangs suspended and throws down a fireball. 
One of Mondo's tastiest moves though is his impaling throw which sees 
him lift the unfortunate opponent upon his staff and swing them round 
abitl 






w 

9 



SOPHIA 



Looking like a Tory politician's nemesis, Sophia is clad in black leather and 
uses a whip as her weapon. There are a few special attacks she can do 
with it. Firstly, with a bit of whip lash she releases a blue ring which 
bounces towards her enemies like a hula hoop. Her second special sees 
her spinning towards opponents like a ballerina with her whip twirling 
away. In he' best special though Sophia releases a furious barrage of 
combination attacks that would put Indiana Jones to shame. Sophia is 
one of the most agile competitors in the game, something demonstrated 
by her thigh kick which sees her bring a leg over her head and tonk her 
surprised adversary on the 
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RUNGO IRON 

Whatever Run Go lacks in speed he more than makes up for in size. To 
compliment his huge physique he also sports a gargantuan stone club. 
He makes use of it by crashing it against the floor to cause a chain reac- 
tion of flames which trail out towards his opponent. Another of his spe- 
cials is similar to this except after pounding the ground with his club a 
fireball rises up catching his opposite under the chin. Other tricks with 
his weapon include simply bashing opposites over the head with it, a 
power barge where he uses his shoulders to drive into opponents before 
swinging his dub round into them, and a power jump which counters 
attacks from the air and is accompanied by a sufficiently primitive roar. 


ST; 
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FOFAI 



Old he might be, but Fo's grandad wisdom and pensioner 
cunning reveal themselves in his special moves. This is of 
course helped along by his lengthy razor claws which gouge away at his 
assailants. But by far Fo's most useful attack is his giant blue fire sphere 
which he can use in two ways. He either aims it out in front of him or — 
much more fun — climbs on top of it and rolls it forward into his oppo- 
nent. Another of Fo's specials is his lightning jump which sees him leap 
and claw anything threatening to descend on his mediative frame. In 
fact, Fo is fairly agile for an old codger, as is exemplified by a 
his diving trip which whips away the feet of his assailant. 
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ELLIS 



DUKEBRAMBERT 



Judge Yoda by his size would you? Of course not. By his CCSE results 
maybe but that's another matter. The same goes for Ellis, a petite fight 
but mean with it. Ellis is the most nimble and agile of the competitors i 
Toh Shin Den, and she couples this with expertise in handling a pair of 
daggers. Ellis actually spends much of her time in the air, whetht 
lightning attack in which she whizzes about and into her opponent, or 
her thrust attack which works in much the same way as Eiji's and Kayin'; 
Another of Ellis's specials is a dagger lunge where she extends her short 
reach with a slight leap. 



Wielding a sword the size of a small motorway, there's no prizes for 
guessing what Duke does best. All of Duke's specials involve his sword, 
whether it's spinning on the spot before executing a downward lunge, 
barging into opponents and doing a somersault before sinking his blade 
her ^H in, leaping into the air with his sword looping up, or making a downward 
stab from mid-air which really takes the life out of his opponents. 
Another of Duke's characteristic moves involves grabbing adversaries 
around the neck and bringing their head down on to his knee. Because 
his sword is so long Duke has an admirable reach which tends to give 
him an advantage over those opponents who don't have fireballs. 





"When the seagull follows the trawler it is 
because it thinks fish are going to be 
thrown"...Hmmm. Not quite Plato admittedly, but then 
a footballer's genius starts and ends in his feet. 
EA, those veterans to the sports sim, kick off on the Saturn with 
FIFA '96. ROB BRIGHT throws a philosophical eye in its direction. 
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TACTICS LADS TACTICS! 

As has become the norm with football sims, FIFA features plenty of options 
that enable the player to alter how the team plays. In fact FIFA have kept the 
same system of team coverage, team strategy and team formation as they 
used when FIFA was released on the 16 bit machines many moons ago. These 
options decide whether you want to play attacking or defensive football, in 
which areas of the pitch to concentrate your players, whether to use a 
sweeper system and so forth. Naturally there is also the opportunity to make 
substitutions, choose between automatic or manual goalkeepers and decide 
on how many genuine football rules like offsides and fouls you'd care to 
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FOOTBALL FOR ARTS SAKE 

Is football an art form? Ultimately it depends on who you're watching. If it' 
Le Tissier then we're talking Byron, but if it's Vinny Jones then, well, it's 
Sunday league football at its best. Fortunately there's none of that kick 'n' 
run tedium in FIFA '96. Each player is gifted with hundreds of frames of 
animation which means those volleys, diving headers, bicycle kicks and 
serene set pieces all look as beautiful as they deserve to. 




Two players up For a header. A photograph will probably be 
taken of this piece of action and the image will end up on the 
front of Birthday cards everywhere, providing of course the 
players are all from the Seventies. 





(Left)The two great 

ball, Brazil and Italy, battle it out in another clas- 

it. All of the players you saw In World 
Cup USA are there: Romario. Baggie and Babeto 
among others. 



FOOTY-V 



FIFA '96 comes with a media coating to give the impression you are 
participating in a televised match. That guru of armchair football John 
Motson does much to invoke this atmosphere, as do the seven available 
camera angles and the instant replay facility. Motty's commentary 
succeeds where so many other attempts have failed by keeping his 
comments to a minimum — the name of a player here and there and the 
occasional burst of enthusiasm. It's a shame he can't be more like this in 
real life! 
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le from a distant land known as ... 

•t of lot, with little to occupy ourselves excel Wpeawf, love 
iding. That was until Criyanklost came alo'nt Beljfen him and 
adorers, he's managed to break our happy homg^touHtte sized 
i, me and a few others are gonna Start a reVOi Wan! We're 

gonna fight in the streets, in the schools, in the pub after ctysi W - you name a 

place, well fight thent. What's that? You want to join? Well, fl letter 



leader, SAM HICKM 
herbs in the corner 



. She's the one in the hessian sack, | 



g Strang 
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AH! I'VE BEEN WAITING FOR YOU... 

So. After just one battle, it seems as though the warriors' days as 
vigilante fighters are over. But wait! Three of Bane's men have defected 
from his camp and have taken it upon themselves to rescue the group. 
They've pilfered the keys to the dungeon and have urged the party to 
make a break for it into the surrounding hills! Of course, they have no 
choice but to follow Bane's traitors and after a quick discussion, Katzhai 
a ninja crow, Aletha, an ace crossbow handler and Raiko, a young ninja, 
join the group. There's plenty of guards to destroy along the way, and 
after locating the whereabouts of the dungeon key, the heroes decide tc 
make a break for it. But wait! Juza has once again located thi 
and appears just in front of the staircase exit! This time he's hopping 
mad and determined to destroy the warriors once and for all. Luckily, 
Hector discovers and alternative exit and once again, the warriors have 
iped by the skin of their teeth. 



G'DAY MATE! 



It's not long before the group stumble across a town known as 
Oueensheart. It's a pretty friendly place, and it also sells tools, armour, 
weapons and magic. You'll also get the chance to save your game here, 
and each character's energy and magic levels will be renewed. If you're 
undecided about what to do next, you can chat to the people in the vil- 
lage, who will promptly inform you of the destruction that Bane has 
inflicted upon their surroundings. They also speak of a wise man who is 
able to help them in their quest, although he lives far away at the top of 
mtain. However, you can't complete your quest without his help. 




IF THE MOUNTAIN WON'T GOME... 

There's little the warriors can do apart from pay a visit to the old man, 
and no sooner have they set foot on the mountain, than the wise man 
appears. However, he won't help them until they make it to the summit 




without his help. Of 
course, this means 
more fighting. The 
enemies are much 
tougher now and 
include huge trolls 
that have the ability 
to shrink enemies 

their old selves. 



HELP US WISE MAN 



Right. So the warriors have made it to the top of the hill. Fortunately, the 
Wiseman was true to his word, and is indeed waiting at the top of the hill. 
However, all he can offer them is his wisdom and a little story about the evil 
Bane. Apparently he was the apprentice of a sorcerer who was obsessed with 
creating a spell for eternal life. Unfortunately, the sorcerer died while! 
completing his quest, but Bane managed to take the potion, and is no 
almost immortal. Almost, that is. He can only be defeated by a band of twelve 
warriors and even then he still has many incarnations -in fact Juza is only the 
fifthincarnationofthe 
evil sorcerer that lies 
behind the enormous 
destruction. And that's 
about all the wise man 
has to offer. 
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ENCHANTED, I'M SURE 








This Is Prince tragon. He's Saura ii the priest in the Hector may be an old man, 

I disgusted at the destruction group and has great healing but he's still one of the best 

■ country and seeks to powers as well as strong archers in the land. He's 

I free his mother, the Queen. magical abilities. also pretty handy in a fight. 



ON THE ROAD AGAIN 

: warriors must now enter a final quest to find five more members for 
ir clan. Unfortunately, they won't be very easy to locate - they're scat- 
tered across five different towns, all of which are overrun by Bane's 
troops. Which way will they turn? Which town should they visit first? 
What treacheries will they encounter on the way? Well, we're not going 
to tell you -you can find that out if you buy the game. However we can 
tell you whether it's worth buying or not, and to uncover this spooky 
mystery, turn to page 84 where we review the game. 



Fcrral is a tower of strength Aletha is another great 

and is best used as a Front archer and is also blessei 

man in a fight. Good both on with powerful magical 

the attack and defence. abilities. 




FIGHT! 



An essential part of all RPCs, fighting takes up lot of the game time in 
Mystaria. In fact, if you want to do anything at all, the chances are that 
you'll have to have a bit of a fight about it. But fighting in RPCs isn't like 
fighting in other types of games. It's more like those Dungeons and 
Dragons affairs where you plan your moves in advance, take action with 
spells, swords and lightning strikes, then watch the enemy take the dam- 
age. As fighting does take up so much of your time in Mystaria, it's worth 
noting that the best way to go about having a bundle is to attack first 
rather than defend, as some of the enemies really are quite hard. Use 

tagic spells where possible (Prince Aragon has the most ability) 

ake sure the hardest people stand at the front. 
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This shows the range of the archer's bow. 
At the moment, he can only fire in straight 
lines, although there's loads more tech- 
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MYSTARIA IS REVIEWED ON PACE 8 
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o, you bought Virtua Cop on the day it came out, 
■v eh? Bet you haven't bothered to play it properly 
' yet though - right through from beginning to 

end, that is. Ha! Vou probably thought that it only 

had three levels and nothing else! What are you, 

stupid or something? This is an AM2 game buddy, and as 

yone with anygaming knowledge knows, there's more 

their games than meets the eye. So, without further 

let us guide you through its secrets as only we can. 



vJ. 



BE GOOD AT GAMES! 



• 



/", 



As we write, Virtua Fighter 2 remains t> 
played Saturn game in the office and with over 
2,000 different moves, you can be assured 
that we'll be at it months from now - as you lot 
will be when you go out and purchase this AM2 
classic. This ten page feature reveals 
about all of the moves and 
' es in VF2, along with 
some basic techniques for each 
character. Naturally, RICHARD 
LEADBETTER is your 
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AKIRA YUKI 

In the first Virtua Fighter, Akira Yuki specialised in close-qu 

ers combat and was one of the most stylised characters in t 
game. Unlike the combo-orientated characters, you really had 
mow what you were doing in order to succeed In VF2, Akira is 
ightly more user-friendly, although to get the most out of him you 
I need to successfully master the arts of (lowing from throw to 
attack His best throws to learn are the ones that end up with Akira 
hind his opponent - these leave his foes open to extremely damaging 
ibinations. His counters are the most difficult to learn, but once you 
know how to use them, playing Akira is a totally different experience. 
Watch the CPU player in Expert Mode for some tips. 



SPECIAL MOVES 



P P. Punch and body blow (10*12) • P, K: 
Punch-kick combo (10+30] • for. for+K, [K]: 
Jumping kick[s] (30+30) * for, for+P Dashing 
elbow strike (20-40) * DOWN. for+P: Dashing 
palm strike (30-65) • DOWN, back, for+P: 
Double palm strike (30-70) * for+P: Elbow 
strike (19) * back, for, for+P+K: Dashing body 
check (30-28) • down/for, down/for+P: 
Power uppercut (50) • down/for+P: Punch 
fallen opponent on the ground (12) * K+D, D 
while holding K: Knee (30) • 



r^iff 



COUNTER MUCKS 



D, back+P: Counters high-level attacks (50) * 
D, back/down+P: Counters mid-level attacks 
(50) • D, down+P Counters low-level attacks 



P+D: Trip and 2 punches (20+10+10) • All: 
Stun Palm (15) • All. back. down/for+P+K. 
back+P: Stun palm of Doom (15+40+50) • 
back /down+P+D: Surprise exchange 
for+P+D: Break stance * back+P+D: Shake 
em up « down+P+D: Shake 'em up harder • 
for. back. for+P+K: Close-in ram (20+15+25) • 
back/down, for+P: Pull in-push out (60) • 
back/down, for+P+K: Backwards uppercut 
(35) * back, down+P+D: Stumbling throw 




tJSB^I 




t** SEGA SATURN 





3 PAICHAN 



- man moves 




Playing as Pai remains much the same as in Virtua Fighter 

she excels in turning an opponent's attack against them 

thanks to some very user-friendly countering techniques. The best way to win 

with Pai is still to exploit an enemy's weakness and then use her superior skills 

and combo-fixated techniques to their full extent. Also worth checking out are 
her throws - although these are nowhere near as damaging as Jeffry's, Wolf's o 
even Akira's, combined with speed they make her an especially annoying charai 
ter. Pais new moves are mostly concerned with tightening up her techniques fi 
VFi -everything that she did well in the first game, she does far better in the 
sequel. Her combos are now more versatile and although her counters 
simple to execute, they are now able to be used in even more situations. 



P, P, IP]: Running punches (10+10+12) • P, K: Punch and heel 
kick (10+30! • P. K+D: Punch and crescent (10+U0-40)) • P. 
DOWN+K+D: Punch and sweep (l0+(2O-4O}j • P. P, K: 2 
punches and heel kick (10+10+30) * R P, P, Ki 3 punches and 
crescent (10+10+12+50) * P, P. R back+K: 3 punches and bacl 
ward kickflip (10+10+12+20) • P. P, P. DOWN+K: 3 punches and 
sweep (10+10+12+40) • back/down+R [P, PJ; Dodging punch, 
ning punches] (14+10+12) * back/down+R K: Dodging punch-kick 
(14+30) • back/down+P. K+D. Dodging punch and crescent (i4+(; 
back/down+P, DOWN+K+D: Dodging punch and sweep {14+U0-40)) ♦ 
back/down+P, R K: Dodging punch, punch and straight kick (14+10+30) • 
back/down+P, R P, K: Dodging punch. 2 punches and crescent (14+10+12+50) * 
back/down+P, R P, back+K: Dodging punch. 2 punches and backward kickflip 
(14+10+12+20) * backdown+P. R P. DOWN+K: Dodge and punch, 2 punches 
and sweep (14+10+12+40) * DOWN release+K: Rising heel kick (35-40) * D+K: 
Crescent kick (25-45)* 

back+D+K: Reverse crescent kick (20-40) • back/up+K: Backward kickflip (40) 
for, for+K: High lungmg leg thrust {30) • down/for+P: Downward chop (14) 
for+K: Snap kick (19) * up/for+K. [Kj ; Jumping scissors kick[s] {16+10) 
back, back+P: Jabbing footwork (12) * down/for+P: Punch fallen 
opponent on the ground (10) * 

- | COUtfTEIUmCTS ~| 

back+P: Crab and throw (30. Crabs high-level punches and kicks) * 
back/down+R Crab and throw (30, Grab mid-level elbows and side kicks) 



P+D: Wrist twist (50) • for. down+P: Falling DDT (60) • back, down+P+D: 
Stomach throw (30) *for. for+P+K: Reaping throw and punch (40+10) 'back 
for+P: Pushover (60) * for+AII: Cartwheel over low opponent (o) • 




LAUCHANl 



Of all the characters in the game, Uu has benefited from the lowest 
junt of new techniques. Of course, this is all down to the fact that 
I the character was immensely powerful in the first VF His trademark 
| combos are even more effective in the sequel because he is so adept 
: "floating" or "routing" an opponent -that is hitting them into the 
irand then unleashing a combo on them whilst they are defenceless, 
he extra speed of VF2 sees to it that all the old combo; can be adapt- 
ed slightly to last longer and inflict more damaging hits These adap- 
tations can surprise the enemy - as you can see from the moves list, he 
can begin his combos with a variety of differ- 
ent moves, each with a set range - some are 
lore effective in close quarters, others strike 
'from long range. 



P. P. [P]; Running punches (12+12+14) • P. K. Punch and heel kick (12+30) * P. K+D: Punch and crescent 
(12+120-40)) * P. DOWN+K+D: Punch and sweep (i2+(20-4o)) ♦ P. P, K. 2 punches and straight Iclck 
(12+12+30) • P, P. R K: 3 punches and crescent (12+12+14+50) * P. P, P. back+K: 3 punches and backward 
kickflip (12+12+14+20) • P. P. P. DOWN+K: 3 punches and sweep (12+12+14+40) * 




back/down+P. [P, P] : Forearm strike, [running punches] (14+12+14) * back/down+P, K: Forearm strike and 
heel kick (14+30) * back/down+P, K+D: Forearm strike and crescent (i4+(2o-4o)) • back/down+P, 
DOWN+K+D: Forearm strike and sweep (i4+(jo-4o)) * back/down+P, P, K: Forearm strike, punch and 
straight kick (14+12+30) • back/down+P. P, P. K; Forearm strike, 2 punches and crescent (14+12+14+50) * 
back/down+P. P, P. back+K: Forearm strike, 2 punches and backward kickflip (14+12+14+20) • backdown+P, P, 
P, DOWN+K: Forearm strike, 2 punches and sweep (14+12+14+40) • DOWN/FOR+P. [P, P] : Lifting palm, [run- 
ning punches] (20+12+14, lifting palm automatically comes out after any kick (except for crescent) when 
you tap P] * DOWN/FOR+P, K+D: Lifting palm and crescent (20+120-40)) * DOWN/FOR+P, b+K+D: Lifting 
palm and sweep (20+(20-40)) * DOWN/FOR+P, P. P, K: Lifting palm, 2 punch and heel kick (20+12+12+50) • 
DOWN/FOR+P, P, P, P, K: Lifting palm, ; punches and crescent (20+12+12+14+50) ♦ DOWN/FOR+P, P, P, P, 
back+K: Lifting palm, 3 punches and backward kickflip (20+12+12+14+20) * DOWN/FOR+P, P, P, P, DOWN+K; 
Lifting palm. 3 punches and sweep (20+12+12+14+40) • down/for+P, ]P]. [P] : Knife hand, [running punches] 
(15+12+14) * down/for+P, P, K: Knife hand, punch and straight kick (15+12+30) • down/for+P, P, P, K: Knife 
hand, 2 punches and crescent (15+12+14+50) * down/for+P, P, P, back+K; Knife hand, 2 punches and back- 
ward kickflip (15+12+14+50) • down/for+P, P, R DOWN+K: Knife hand, 2 punches and sweep (15+12+14+40) • 
DOWN release+K: Rising heel kick (40) * D+K: Crescent kick (30-50) • DOWN+K+D: Sweep (20-35) * 
down/for, down/for+P: Dashing knife hand (20) • up/for+K: Forward cartwheel kick (30) • up/for+K+D: 
Short jump kick (32) *back/up+K: Backward kickflip (40) • for+P: Elbow strike (19) *for+K: Snap kick (19] * 
for, down+K: Sliding attack (30) * down/for+K: Stamp foot on fallen opponent (15) • 



:k drop (50) * back. for+P: t- 




Being a wrestler. vV-ir 15 of course biased towards throws. As you might 
expect, these can inflict a terrifymgly large amount of damage and it's 
these techniques that you should be practising to perfection. The extra 
speed of VF2 means that you really have to be a lot quicker in successfully 
executing these attacks. As you can see from the list, there are certainly 
plenty of these techniques to master -some of them are used on crouch- 
ing opponents, but most of them can be used at just about any time. 
In what Is something of a first. Wolf actually has a counter-attack along 
the same lines as Pai's in Virtua fighter 1. If you can successfully master 
it, well done. Unfortunately, it only works against mid-level kicks, which 
doesn't exactly make it the number one most useful technique in Wolf's 



P, P, [P]: Running punches, [uppercut] (14+14+28) • R P. for+P Running pur 
es with high elbow strike (14+14+20} * P, K: Punch-kick combo (14+30) • 
for+Ki Knee (30) • down/for+P: Uppercut (22) * DOWN/FOR+P: Uppercut 
from low position (22) * for. for+P: Running clothesline (40) • back. for+P: 
Dashing shoulder ram (2070) * back+P: Backhand slap (20) • K+D: Sc 
kick (30) • back, for+K+D: Somersault heel smash (30) * for+K+D: 
Roundhouse kick (36) • for, fort K+D: Flying knee attack (30) • 
up/for+K; Drop kick (30] • for+P: Body blow (30) 
back+P+K: Drop elbow (30) • for. down+K: Sliding attack (20) 
DOWN, for+P: Two hand upward slap (30) * down/for+P: 
Elbow drop on fallen opponent (20) • back/up+K: Back body 
splash Uo). 



COUNTER ATTKHS 



back/down+P: Grab side kicks 

(60). 



P+D: Backfall suplex (60) • P+D 




German suplex (80) * far+P 




Body slam (50) 'back. SCR. 




for+P: Twirl and hurl (100) • 




down /for, down/for+P+K: 


t+'W 


Chostbuster (80) • up/for+K+D: 


r-*~ 


Frankensteiner (60) • 




back/down+AII: Double arm 




suplex (70) * down/for+AII: 




Tombstone (70) * down+P+D: 




Torso takedown (60) •All: 




^ariation german suplex (85]' 
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h Jpffry and Wolf have been upgraded significantly since their det 
iriginal Virtua Fighter These throws-based characters now have a li 
more techniques at their disposal and also benefit from the extra speed e> 
dent in Virtua Fighter 3 This doesn't just make them faster on their feet - 
what is means is that there is a lot more scope for "floating" combos, whit 
we could go into in more detail if we had about 200 pages spare. Jeff ry '5 
techniques are a lot more versatile than Wolfs, which means that the cha 
acter is a lot more unpredictable - he's just got more initiating attack mov 
One aspect to both Wolf and Jeffry is the speed of their recovery both on t 
ground and after failed pounce moves -Jeffry in particular is quite lardy, 
making it extremely difficult for him to get up when he's on the ground. 



R P. [P]: Running punches, [uppercut] (14+14+28) • P. Ki Punch-kick combo 
(14+30) • down+P+K. Dodging side jab (30) * down/for+P, [Pj\ Uppercut[sj 
(22+19) • DOWN/FOR+P: Uppercut from low position (22] • down+K. [P] : T01 

kick, [hammer] (24+19) •down+K. 
DOWN, OCR, for+AII: Toe kick of 
doom (24+100] * for+P: Elbow strike 
(19) • for+P, back+P: Elbow-hammer 
combo (19+30) • for, for+P, [P]: 
Dashing low elbow, [uppercut] 
(19+19) * for. for+K: Frontal foot 
thrust (40) • for, down+K: Heel axe 
(36) « for+K: Knee (35) • back. for+P 
Drop elbow (30) * back, down/for+P 
Lunging drop elbow (30) • for+P+K: 
Head butt (40) • back/down, 
for+P+K: Thrusting head butt (40) * 
All: Flying butt attack (30) • 
down/for+K: Foot stomp (20) • 



P+D: Fireman's carry (60) • P+D: 
Backbreaker (100) • for+P Power 
slam (50) • back+P+D: Body press 
(60) • down/for, down/for+P+K: 
Crucifix piledriver (go) • back. 
for+P+K. for+P+K, for+P+K H: Triple 
head butts (20+15+32) * back, for, 
for+AII: Backbreaker (70) * down+P 
Face grab AKA Iron claw (50) * 
DOWN. for+K: Triple knee bash 
(10+10+10+30) • for/down+AII: 
. Powerbomb(70))* 





redictable. This is basically down to the enormous range of differ- 
moves and combinations that he has in is frankly gigantic repertoire 

Although he has a large amount of combinations, this Isn't really his best 
it (he's trounced in this area by Lau, Pai. Sarah and Jacky) as they're i 
the weak side. What he's good at is initiating attacks that totally si 
foes - he has range attacks that hit on all three major levels - low, medi- 
. and high For any one not truly versed in the ways of Kage, this r 
lan exceptionally difficult opponent to face off against. He'salsc 
all-important counter-attack similar in execution to Pais in VFi. Ir 

terms of character-enhancement and overall ability, we rate him as ■ 

close second after Akira. 



P, P, [P]i Running punches (10+10+12) • P. ft Punch-kick combo (10+30) 

• P, P. K: 2 punches and straight kick (10+10+13) ♦ P.P. P. K; 3 punches 
and spinning mid-kick (10+10+12+30) * P, P. P. back+K: 3 punches and | 
backward kickflip (10+10+12+20) • back/down+P, [P, P]i Dodging 
nunch, [running punches] (14+10+12) • back/down+R K: Dodging 
punch and kick (14+30) • back/down+P. P. ft Dodging punch, punch 
and straight kick (14+10+30) • back/down+P. P. P. K: Dodging punch, 2 
punches and spinning mid-kick (14+10+12+30) • back/down+P, P, P. 
back+K; Dodging punch. 2 punches and backward kickflip (14+10+12+2 

• for+P: Elbow strike (19) • down+K+D Heel kick (35) * DOWN, for+K. 
Rising knee (38) • back/up+K; Backward kickflip (40) • back/up+K+D: 
Kickflip (50) « for, for+K: Back heel sweep (20-30) *for. for+AII; Rolling flying 
kick (40) • for, for+K+D: Flying corkscrew kick (30) * back, SCR, for+K; Roll for- 
wards and sweep (20-35) * back+K+D: Back thrust (30) • back, QCR, down+K; 
Sliding attack (19) * back, for+P+K, [P+K]: Slashing shuto, [back shuto] (16+16) | 

• down+P+K, [P+K]. Slashing shikan-ken, [back shikan-ken] (16+16) * DOWN, 
for+P+K, [P+K]; Chopping shuto. [slicing shuto] (16+16) * back, back+K: 
Turning high back thrust (30) * back, back+P: Turning downward chop (14) • 
back, back+K+D: Turning toe slide (12) • back. back+P+D: Turning upward chop 1 
(14) * down/for+K: Heel smash on fallen opponent (15) • 







P+D: Hip throw AKA shoulder throw 
(50) • P+D: Torso takedown (50) • 
back+P; Ten foot toss (40) • back, 
for+P Reaping throw (50)* All: Tokatl 
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punch, [punch and hook] (14+10+10]) *back/down+P, K: Dodging punch-kick 
combo (14+30)) *back/down+P,P,K: Dodging punch, punch and straight kick 
(14+10+30]) • back/down+R P, P, K: Dodging punch. 2 punches and rising 
knee (14+10+10+40)) 'back/down+P, P.P. up+K; Dodging punch, 2 punches 
and hopping toe kick (14+10+10+30)) • back/down+R P, P, back+K: Dodging 
punch, 2 punches and kickflip (14+10+10+30)) • back/down+R down+K: 
Dodging punch and side kick (14+30)) *K, P: Kick and punch (30+08)) •for+P: 
Elbow strike (15]) • for+P, K: Elbow-knee combo (15+25)) "for+K, — 

[down/for+K): Knee, [rising knee) (30+40)) • DOWN, for+K: Rising knee (40)) 
•for, for+K: Lunging knee (30)) *down+K: High snap kick AKA Big punt (30)) 
• down+K. [K]; Toe kick, side kick (30+20)) • DOWN/FOR+K, K, [K]: 2, [3] 
Shadow kicks (19+20+21]) •down+K+D: Crouching side kick (20)) • 
back/up+K: Kickflip (50)) *up+K: Roundhouse kick (25)) •for/up+K: Forward 
mping roundhouse kick (25)) »for/up+K+D: Tornado kick (20-50) • back+K; 
Double kick (10+30)) * K+D: Downward crescent kick [20-30) • back/down+K+D: 
I Side hook kick (20)) • back, back+P; Turning punch (14) • back, back+K: Turning 
— '-':k (30)) * DOWN, back+K, [K]: Spinning heel kickis] (20+20]) *down/for+P: 
d backfist (12)) 'down/for+K: Kick fallen opponent (15)] * 
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IDE 



JACKYBRYANT 



Although Jacky Bryant has a fan range of new attacks in his repertoire 
g with a far greater capacity for speed, he remains a pretty mechanical 
acter, still living in the shadow of his psycho sister. His only really use- 
ew technique is the Beat Knuckle, which is so fast (and has such range) 
it can often take an opponent by surprise. His new lightning kicks (sup- 
posed to be Jacky's match for Sarah's Illusion Kicks) are quite amusing, but 
nately hopeless ■ and easily blocked. 

sad fact that the only way to compete against expert players with the 
r characters is to play a routine, mechanical, predictable game. Don't 
use anything big or clever because the chances are you'll end upas mince- 
t. Stick to what you know works and go from there Boring, but hey - it 



P, [P] : Running punches, [hook] (12+12+14) • P, K: Punch-kick combo 
(12+19! *for, P. Kr Normal punch-kick combo (12+30! * P. down+K: Punt 
and sweep (12+120-40]) • P, P. K-. 2 punches and straight kick 

12+30) * P, P. for+P: 2 punches, elbow (12+12+10) * P, P. for+P. heel 
kick; 2 punches, elbow, heel kick (12+12+19+30) • P. P. for+P. 
baek/up+K+D; 2 punches, elbow, kickflip (12+12+19+6) * P, P. back+P, 
[K] ; 2 punches, spinning backfist, [sweep] (12+12+22+30) • D, P. P, [Pi: 
Dodging punch, running punches (14+12+14) • D. P, K: Dodging punch- 
combo (14+19) * D. P, down+K: Dodging punch and sweep (14+U0- 
40)) * D. P, P. K: Dodging punch, punch, straight kick (14+12+30) * D. P, P, 
for+P: Dodging punch, punch, elbow (14+12+10) • D, P, P, for+P, K. Dodgi' 

ch, punch, elbow, heel kick (14+12+19+30) • D, P, P. for+P, back/up+K+D: 
Dodging punch, punch, elbow, kickflip (14+12+19+60) • D. P. P, back+P, [<]: 
Dodging punch, punch, spinning backfist, [crescent] (14+12+22+30) * 
back+P, [P]: Spinning backfist[s] (22+30) • back+P, K. Spinning backfist and 

cent (22+(30-50)) • back+P, down+K: Spinning backfist and sweep 
(22+(20-3s)) * back+P, back/down+P: Spinning backfist and low spinning 
backfist (22+22) * for+P: Elbow strike (19) * for+P. K: Elbow-heel kick combo 
(19+30) • back/down+P: Low spinning backfist (22) * back/down+P, K: Low 
ining backfist and sweep (22+(20-B5)l »for+K: Knee (30) • back/up+K: 
Kickflip (60) « down+K: Toe kick (24) • for. for+K: Punt kick (30) • down+K+D: 
Crouching side kick (20) • K, K: Kick, heel kick (30+30) »down/for+P: Hook 
(14) « back+K: Side hook kick (20) • P+K: Beat knuckle (30) * down+P+K 
K. K]; Lightning kicks (08+08+08+10+30) * back, for+K+D: Spini 
(36)* back, back+P: Turning hook (14)* back, back+K: Spin aroi, 
crescent (30) • down/for+K: Kick fallen opponent (15) * 



ainbuster (50) * P+D: Backside clothesline AKAfaceplant (60) "for, 
umping clothesline AKA bulldog (40) "down, down /for. K, K: Toe kid 
:k (24+25) *for, back+P+K: Trip and hammer (60) • 
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For an 83-year-old, Shun is surprisingly fast and thank; to his drunken 
antics, he is extremely difficult to successfully throw ■ one minute he's in 
range, the nest he has collapsed or has moved out of throwing distance. 
He's also got a great range of unique tactics to use against his opponents - 
look at the list, it's bloody enormous! 

As you shall find in the list below, some of his techniques are followed up 
with Shun taking a drink from his ubiquitous bottle. Shun uses alcohol to 
relax his body and move from one technique to another, and drinking actu- 
ally increases the power of his attacks and opens up a couple of other tech- 
niques. Look at the list and you can see that some techniques are expanded 
upon the more Shun drinks. 
I But hey - remember kids! - drinking isn't big or indeed clever! 
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- SPECIAL MOVIS 



P. [P], [PJ; Punch, [high elbow], [uppercut] (10+12+14) • P. K: Punch-kick 
combo (10+30] • down/for+P Uppercut (14) * DOWN/FOR+P: Dashing 
uppercut (30] •DOWN, for+P: Lunging punch (30) «for+P; Running 
punches (10+14+8) • back/down+p Backpush (22) •down+K+D: 
Scorpion kick (35] • back+P Twisting back hook fist (14] "for, for+K: 
Cartwheel kick (35) • up+P lumping back hammer (30] • back/up+P; 
Backward jumping back hammer (30] • up+K: Mule kick (35) • up/for+K: 
Spinning scissors kick (35) • up/for+P Spinning twist punch (30) • K+D, 
[P]: Jumping spin kick, [sideways push] (35+19) • P+K: Two hand push (30, 
Shun drinks if this move hits] • back/down+K+D: Breakdance sweep (30) • 
DOWN+K+D: Breakdance sweep (30] • down+P+K, [K], [K] : Breakdance 
sweeps (10+10+10. works only after Shun drinks) • back+K+D; Backward 
hopping kicks (35) • for, SCR, back, [KJ: Handstand [kick] (30) • back+K- 
Kick and fall face up (24) • back/down+K, [D] : Low back kick, [fall face 
down] (10) • back/down+K, K: Low back kick and heel kick (10+30) * 
back/down+K, K+D: Twist kick and jumping spin kick (10+35] * 
back /down, back/down+K: Falling twist kicks (30+15) *down, 
down, [K]: Sit down, [low kick or slide] (24) • back/down+D: 
Side step backwards • back/down+D, P: Side steps backwards 
with backfist (20) • back/down+D, P+K: Side steps backwards 
with two-hand push (30) • down+D: Side steps forwards • 
i+D: Steps backwards tucking in 
ummy • back+D, P: Steps back- _ 
is and uppercut (15) • 



P+D: Dances with punches 
(10+10+10+20 (Shun drinks after 
this move)) • All: Crab and fall 
(30+20. grabs arm and falls back 



ingoppone 



ie falls] • 





is extremely fast -well up with Pai in terms of pure velocity and he'sal 
I, This latter attribute has both its good and bad points. Although it 
is that he's notoriously difficult to throw, it also means that he isn't pi 
ticularly strong. Again, comparisons with Pai 3re evident when considering 
pure strength. What is so good about Lion is that he is combo-friendly - not 
the old PPPK sense, but in actually stringing one technique into another. Ft 
example DOWN-K into D+K brings a sweep into a flying rour 
be followed by two sweeps (DOWN-K-K). What is also worth learning are hi' 
dodging attacks- basically these are any technique that begins with a D bu' 
ton. Fast on his feet and very, very unpredictable, Lion is the first newcomer 
that VFi veterans will feel at home with. 



P, |P], [P]: Punch, [elbow thrust], [backfist] (12+14+15) • P. K: Punch-kick combo 
(12+30) • for+P: Elbow strike (19) •for+K: Knee (30) *down/for+P, [P]: 
Uppercut, [downward swipe] (10+20) • DOWN/FOR+P, [P]: Lowforwa 
creeping peck[s] (12+12) * batk/down+P. [P]: Low thrusting peck(: 
(12+08) *for, for+P: Long range fist thrust (40) "for, for+K+D: 5pln 
forward and kick high (24! • down/for+K+D: Spin forward and kick 
low (24) * back+P: Poke head from above (30) *for+P+D: Poke 
head directly (30) * P+D: Short range low wind-up attack (15) ' 
down/for+P+D: Long range low wind-up attack (20) * 
DOWN+K+D: Sweep (24) *up+K. [Kj: Dancing kick[s] (25+30) ' 
down, down+K: One-handstand kicks (24+24) *up/for+K: 
Cartwheel spin kick (20) • up/for+P: Jumping downward swipi 
(30) *back/up+P; Backward jumping downward swipe {30) * 
up+P; Swinging arms (30) • down+K. 
swipe kick[s) (12+12) • down+K. 
K+D: Low swipe kick, high spin kick 
(12+30) * back, back+K: Turn kick (30) 

* back. back+P: Turn punch (14) * 
back. back+K+D: Turn with side kick (24) 

• D. for+P: High spinning side attack 
(20) • D. down/for+P: Spin to the side 
with low trip (20) *back/down+D: 
Ducks and steps away sideways • 
for/down+D: Ducks and closes in * 



P+D: Trip (10+15+25) * P+D: Piggybac 
attack (10+20) *back+P+K: Reaping 
n (30+20) »for, for+P+D: Crab 
and fling (30+20)*for, SCR, 
back+P+D: Frontal pi 
.(10+15+15+30! • 
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Heie W6 gO again and leading the reviews from the front comes the long awaited 
Sega Rally. Due out in January it's the perfect way to herald in the new year. Plenty of other stuff 
under judgment too. Will Time Warner find themselves found guilty of a duff conversion of Virtua 
Racing? Is the Amiga classic, Worms, innocent of cashing in on its cult status? What exactly are 
facts regarding the much touted RPG Mystaria?...Well? Turn the page! The suspense is killing me! 



SEGA RALLY 

F1UVE INFORMATION BU 

GALACTIC ATTACK 82 

MYSTARIA 84 

WORMS 86 
TIME WARNER'S VIRTUA RACING 88 

OFF-WORLD INTERCEPTOR 90 





liked Daytona. Co on, admit it, 
n those of you mho wrote in to 

I say how disappointed you were with 
it, still thought it was a brilliant 
game. You were just a bit miffed that 
aphics weren't arcade perfect 
and as a remit nervous that the Saturn would lose 
out to its rivals in the technical accomplishment 
slakes. Well stow that thought, you little minxes, 
because here comes the new racer around the block. 
As a game, Rally might not have the immediate 
appeal of Daytona with its hordes 
of opposing drivers, punchy courses 
and bodywork-defying gameplay. 
but it's a deeper challenge and a 
more absorbing driving sim. As a 
conversion Rally beats the crayola 
out of Daytona. with far sharper 
graphics, more detail, faster 

ng and much less clipping 
trauma. But hey, let's not rush 
ahead of ourselves here. Let's take 
time to explore the game of Rally 
and what It means to you. Johnny 
(orJohnina) Saturn owner 

Everyone tikes Rally because of 
its pseudo- realism. But whilst 
there's enough drag, slide action 
and difficulty wrestling with the 
controls to convince you the pro- 
grammers know what it's like to 
drive a rally car there's never so 
much realism that you'd have to 
know how to drive one yourself to 
play the game Basically the AM 
research team has clocked how a 
|£ carbehavesinthehandsofan 
^HHI expert with millions of years of dri- 
ving ability and made it possible for 
even those who haven't passed their Cycling 
Proficiency Test to replicate this Not spinning over 
and dying in a horrible crash when you hit the sides 
of the road helps a bit, too. 

Of course, with a racing game the feel is half 
the battle. Once you've got the car handling in a 
plausible manner it's pretty hard to screw up the rest 
of the procedure. And of course AM3. bless 'em. have 
no intention of screwing up Asa result the instinc- 
tive payability is complemented by a succession of 
testing tracks populated by mean opponents. Of 
course, three tracks don't seem that much outside of 
an arcade, especially as most players should easily 
clock the game after a day or so. But that Isn't the 
Whole point. You're supposed to want to finish in first 
place so you can access the fourth secret track. Then 
you're supposed to want to finish that first to get the 
secret car And if Sega's hints at still more hidden 
secret hidden stuff are right the impetus should be 
there to beat that time too It's like Virtua Cop, in that 
It doesn't require a superhuman effort to see the 
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end, but It does take considerable skill and patience 
to do it properly and in a manner which would 
impress your friends. 

Fortunately for everyone concerned. Sega Bally 
delivers enough hardline fun-type stuff to keep you 
bound to the joypad. Plus, of course, there's the 
ground-breaking split-screen two-player mode. You 
can still hear the echoes of AM35 collective cry of 
"Fools! We'll show them! We'll show them all!". 
Alright clipping does enter the arena when playing 
two- up. but it's still a marvel for which Sega deserve 
a swift round of applause. And, of course, it extends 
the longevity of game appeal exponentially. Plus it's 
guaranteed to ensures steady stream of friends, 
sycophants and attractive members of the opposite 
sex 'round to your house to play against you (tip -let 
the attractive ones win] Basically. Sega Rally 
Championship is one of the best games you'll play all 
year Meaning 1996. It's totally and utterly smart 
Rejoice! The* Saturn is ascendant 




m 



14£ 




Although the graphics look detailed in still Frames it's difficult The movement of the wheels as the car turns and hits bumps 

for these shots to convey how convincing the spied blur is. and bounces up and down and everything is superb. As is the 

But it's very convincing. Very convincing indeed. mud-slinging effect seen here. 




Look everyone - it's a tunnel! A real I 
I! Relive all your favourite freudia 
ideals by driving through it. And then 
reversing out. And driving through agai 
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n the dismal results of Time 
irner's Virtua Racing convert 
emptthe Saturn has a gap in its 
he window flagpole thing for a 
| decent racing game. Not any old rac- 

already got Daytona (which is ace) and now Rally 
(which is even better). But a racing game based on 
real Formula i racing, with low cars that go at a mil- 
lion miles an hour and need their tyres changing 
s. Well hold your horsepowers, 
because Fi Live Information is on 
the way. 

There's nothing especially 
li_E aAffEM g r °und breaking about the format 
for Live Information, it's a racer 
along the lines of the crinkly Super 
Monaco GP on Megadrive, but with 
two (wahey) views - cockpit and 
g third-person behind-the-car 
^HHHi depending upon your lust for real- 
ism or desire for millisecond-snip- 
ping cornering. What makes Fi dif- 
ferent from most of Its predeces- 
sors is the fact It's licensed from 
the motor racing equivalent of the 
MBA (whatever the stuff it's called), and so features 
all (or rather. a few) of your favourite racing drivers 
like Damon Hill and that German bloke and some 
others And they're in their real cars with their real 
teams, like Speedy United or whoever. Vou even get 




little digitised pictures of their pretty faces when 
you're selecting them And the courses on offer are 
real ones too. apparently, but having never driven 
around a Formula 1 race course in my life (apart from 
walking four laps around one for charity when I was 
a foolish youngster) I couldn't verify this as the truth. 

A season on the hot tarmac awaits you, don- 
ning the persona of your chosen driver like the kind 
of skin mask old Ed Cein (by the way, he's a serial 
killer) wore around the house. Although you don't 
have to talk to yourself in their voice like he did. 
Anyway, the process is pretty simple. Select 
Automatic or Manual transmission for your automo- 
bile The other drivers might laugh at you for select- 
ing Automatic, but rather that than have them laugh 
at you for not ever getting in the right gear at the 
right time until you get used to the courses and con- 
trols Next, race Actually, we've missed out a step 
there. Before you race you're allowed to fiddle with 
the front and rear wings, tyre grip and fuel level 
(which affects the weight of the car and thus its top 
speed) Wow you can have a race. 

Racing is very simple. Accelerate, brake and 
steer with two buttons and the O-pad (in that order). 
Press another button to flick on the "live camera" 
window in the top right of the screen, which gives 
you a a variety of TV camera views of you and your 



opponents' efforts. Press other buttons (L and R, com- 
pletists) to switch gears if you're in a Manual motor. 
And that's it. Apart from pit stops, obviously. You'll 
need these to re-fuel (if you're on a lengthy track - 
eight laps is a longtime) and replace your tyres as 
they get knackered Actually, don't bother replacing 
your tyres, because once they're worn down you get 
to pull off some awesome power slides which actual- 
ly make cornering easier, if a little slower 

But that's really it. And aye - there's the rub, as 
Shakespeare may have put it were he not talented 
enough to make it as a playwright and were instead 
employed as a games reviewer over two hundred 
years after his death The rub Is that there's nothing 
really to the game other than an incentive to com- 
plete every track in first place (which opens up an 
Extra Hard mode). The Champion mode doesn't really 
flow in the campaign-like way you'd expect it to. It's 
all about knocking halves of seconds off lap times. All 
very well if you're into that sort of behaviour, but 
with material like the stunning Sega Rally and 
Daytona already on the market, it's hard to see where 
a not-so-impressive Super Monaco clone fits In. If 
you're a totally anal race fanatic this is admittedly 
your cup of oil, but for most it's a bit too hardcore. 

^ 
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Race as a real-life race driver! Pick Damon Hill! Then if you lose you're just being realistic! It's 
Formula 1 at its most Saturnesque! 
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Killing aliens has always been fun. Galactic Attack is all about 
killing aliens. In fact, it allows you to kill as many aliens as you 
want. Kill them all! 





t 'em ups have come 3 long way 
e the dark days of the late 
| Eighties when up-the-screen daisies 
like Dragon Spirit and Thunderforce 
flew the flag for the format. These 
I days texture-mapped polygons, 
three-dimensional gameplay and more imaginative 
game design have redefined the genre and estab- 
lished a new niche in the affections of gamers. And 
no other game is more representative of this 
advance in play technology than Galactic: Attack. 

Ha! Tricked you! Galactic Attack Is in fact a great 
leap backwards in game design, adhering to tried 
and trusted (five years ago) structural mores. But 
that's not to say it's a bad game. Oh no. It just looks a 
bit old. In fact, we'll tell you exactly what it looks like. 
Remember Sol Feace on the Mega-CD? It was the 
first game that came out for the machine. You know, 
the one which looked like a normal horizontal blaster 
but had giant robot spider-creatures with rotating 
limbs and things because rotation was the new 
clever effect on the block. And whilst it was alright to 
play it got completely hammered because everyone 
expected it to be a total revolution in gaming. Well 
that's what Galactic Attack is like, a bit. 

What we mean is that it's a playable vertically- 



scrolling game, with lots g< 
plenty of imaginative enen 



and a difficulty level 

snot going to sell any 

:t going i ■■!■ manj 

a crap gan 



to look, despite all the lovely special effects on offer 
There is a slight redemptive element in layer 
Section's originality quotient This arrives in the form 
of a special horizontal-play function. This doesn't, as 
you may expect, switch the viewpoint from top- 
down to side-on (that'd mean redesigning all the 
sprites and, effectively, programming the game 
twice). What it does do is run the normal vertical- 
scrolling levels along the screen. This means you 
have to put your telly on its side - perhaps not easy 
with a 30" widescreen model -for an extended 
view/playfield on the vertical margins, with borders 
running up the sides of the screen to keep the hori- 
zontal dimensions the same. This might seem a bit 
pointless but in fact it's designed to replicate arcade 
monitors, which are normally taller (ie sideways) in 
this kind of game cabinet. Wow! An arcade experi- 
ence in your own home! 

If you're in the market for a fast action game in 
the old-school manner this should satisfy your lust, 
it's got plenty of big guns, it's fast -paced and you're 
guaranteed a sore thumb by the time you've com- 
pleted it. But if you're looking for something a bit 
more, well, Nineties, you might be best off investing 
your funds elsewhere. Trouble is that the Saturn is 
sorely lacking in the field of shoot 'em ups. In fact, 
apart from Virtua Cop and Panzer Dragoon, the field 
of shoot 'em ups is lying pretty fallow. Hopefully Sega 
will look at rectifying this situation m the Mew Year 
Until then it's a journey down memory lane. 




Enjoy all the wonders of space as you travel wide-eyed 
through the galaxy like a curious child, killing lifeforms! 



it doesn't look like you'd expect a Saturn game RADION AUTOMATIC 
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If looking after a bunch of young warriors as they 
tumble on through their everyday challenges 
rings your bell, then Mystaria, Sega's first real 
attempt to break into the RPG world, could be just 
the thing for you. But then again... 





PCs are a funny old barrel offish. For 
a start, you'll either absolutely love 
'em, or alternatively, the mere sight 
of them will have you reaching for 



:bag./ 



:othe 



month; to a 



gaming history books. At least, not in this country 
anyway. They're pretty popular in Japan though, 
where two or three of Ihem are released most 

;ing-for-it public. The reason for 
»i popularity is a bit beyond us 

part from the odd one or two 
titles, the range of goods on offer is a 
bit poor - the games mostly consist of 
reams of boring 'mystical' tent, a bit of 
fighting, and well, not a lot else. But 
then, there have been a few corkers 
which have enjoyed success in this 
country too- probably the best 
example so far is the Shining Force 
series on the Megadrive which won 
the heart of many a UK gamer, proving 
that RPGs can offer some form of 
long-term gaming satisfaction. 

Incidentally. Sega have already had a stab at 
bringing the RPG to the Saturn, although it wasn't 
very successful. At all. In fart. Virtual Hydlidewasabit 
of a mockery, being both disjointed and almost 
unplayable. And although it tried its hardest to be a 
3D wander-about, the screen update was absolutely 
appalling resulting in a decidedly jerky adventure. 
But hey. lets put all that behind us shall we? 
After all, Sega have a brand new adventure on the 
way, and it's not like Virtual Hydlide at all. AT ALL 
Actually, Mystaria harks back to the days of the old 




Shining Force games if anything, being more of a strat- 
egy-cum-beat 'em up than finding your way through 
darkened mazes This was released a couple of months 
back in Japan under the guise of Riglord Saga, and 
although it was criticised a bit. it has enjoyed surpris- 
ing popularity. The story is as predictable as RPCs 
ever were -the kingdom has been taken over by an evil 
force, and will be evermore plunged into darkness until 
someone decides to do something about it. And natu- 
rally that means you and your band of merry travellers, 
each of whom is equipped with a special gift, such as 
being an expert archer or having the ability to conjure 
up magical spells out of thin air. 

Unfortunately though, you don't get to know your 
characters very well. Most of the game is spent in time- 
consuming battles where your posse attempt to break 
free from forests, dungeons, castles -you know the 
sort of thing Which is all well and good -after all. this 
is an RPG and that's essentially what RPCs are all 
about But, it's always nice to have a bit of story to 
indulge in too, and sadly, this is where Mystaria falls a 

bit flat. There's hardly any story at all. and when there 
is any it merely acts as a prelude to more fighting. 
What made the Shining Force series on the Megadrive 
so great is that it gave you a really juicy plot to get into 
and the story helped break up the sometimes monot- 
onous fighting. 

There's no doubt that RPG freaks wilt love this, as 
it provides plenty of the strategic action that made 
games like this successful in the first place However, 
people who are merely looking for something to com- 
plement the usual array of frenzied joypad pounding 
may find it slightly tedious and even a bit dull. 
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year, a guy strolled up to Team 17 and asked if they'd 
like to have a look at a game he'd been experiment- 
ing with. 'Yes please,' said Team 17, thinking along 
the lines of 'oh great, another poxy graphical show- 
case with bugger all payability and less chance of 
coming out on time.' Instead, so impressed were the 
Wakefield-based developers that the game was 
signed on the spot, with a full-time contract offered 



to the prodigious home programmer. After a name 
change, Worms was born. 

Already something of a revelation on the Amiga 
and PC, Team 17's Saturn incarnation of Worms is a 
direct port of the PlayStation code. While Team 17 will 
be the first people to admit Worms is a bit of a Billy 
Joel in the looks department, it has payability other 
games could only dream of. The premise is simple: 
the player is given control of a team of four worms 
each of which has 100 hit points. These are then 
dropped into a randomly-generated play area against 
up to three other squads The action is viewed from 
the side, and below the play area are a series of icons. 
These icons, and the second selection behind this 
panel, are your weapons of destruction. All that 
remains now is, by careful use of the homing mis- 
siles, ninja ropes, and cluster grenades, to whittle 
away your enemy teams' energy and eventually wipe 
them out. Simple. 

However, where Worms scores its payability 
points is in the skill needed to effect this seemingly 
easy task. In addition to the weapon inventory, the 
bottom of the screen also plays host to a power bar. 
Thus, using an object as destructive as. say. a 



grenade, isn't just a case of lobbing it and hoping. 
When it is one of your teams' go, the worm in play is 
highlighted by a big red arrow. Using the Dpad to 
move him left and right (keeping an eye out for the 
mines which punctuate each stage!), a victim must 
be selected, and a small cross hair sight appears 
before the worm's forehead. Using the up and down 
movements on the Dpad to raise or lower this, it is 
now time to select the grenade. All that remains now 
is to gauge the power needed to land the grenade at 
your intended victim's feet 

Granted, precision along these lines is some- 
thing that will come with time, but Worms ensures 
complacency will never set in courtesy of the afore- 
mentioned randomly-generated landscapes. With 
mines, potholes, and water/lava'acid (take your pick!) 
accompanying the seven different graphical themes 
this adds an element of risk to the proceedings, as 
does the random dropping of the worms — for 
example, if the CPU decides to drop a player's worm 
under an alcove, even the most adept homing missile 
user is going to find it hard to weed him out! 

If there's one criticism to be levelled at Worms, 
it's that the CPU players are a little too uneven at 
times. During a game they go from being extremely 
stupid and teleportingon to a mine, to picking off a 
player with pinpoint accuracy using a bazooka from 
the other side of the play area. However, as with all 
the best games, Worms is best experienced with a 
bunch of mates. As experience and skill grows, the 

with you, throwing up challenges e\ 
Meister Worms player will have to think about — 
including the addition of weapon drops when you 
need them most, or the sudden death mode where 
all players are reduced to one health point if the 
game goes on for too long. Basically. V 
game which grows with you — and you don't get 
many of those these days. Brilliant, 

m 




Beethoven is fairly well protected . 

plenty of damage. An airstrike however would 
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Yes, we know it doesn't look that smart. But are you ready to 
experience THE single-most playable game in years? 




There arc a large bunch of worm} here and 

between them. Knock a worm on to nne and they're out nf 
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Think of the word "Virtua" and you tend to associate it with master 
programmers AM2 - but this particular Virtua game has absolutely 
nothing to do with the genuises behind Virtua Fighter and its incredi- 
ble sequel. The question is: can Time Warner Interactive bring the 
magic of the coin-op classic to the Saturn? 




II, in a wofd the answer h. 
no" - but don't worry, it's 
ill bad news. 






Time Warner I ntef active's VR 
ua Racing (to give it its full, rather 
I grandiose title) is a victory of quanti- 
ty over quality. All of the tracks from the arcade ver- 
sion are there, along with a gargantuan seven addi- 
tions (although two of those bear similarities to the 
two extra tracks in 32X VR Deluxe) and there is a 
huge amount of options and game variations - not 
forgetting a choice of FIVE different cars 

It has to be said that these additions add a 
great deal to the game. Each of the cars handles very 
differently and at least two of the new courses add a 
great deal of challenge to the title. Best of all is the 
Grand Prix mode which allows you to progress 
through the different classes of vehicle, amassing 
championship points which you need to graduate 
from one competition to the next. It's clear that a 
great deal of time and effort has gone into creating a 
homeproduct. rather than a simple arcade conver- 

The thing is. what I think what people are going 
to tie after first and foremost IS an arcade conversion. 
Although the likes of Daytona and Sega Rally have 
improved upon VR graphically, some people (not 
myself 1 must admit) believe that in terms of paya- 
bility VR is the best -and even now the game is still 
well worth the occasional credit. As a conversion, 
TWIVRVR is frankly a disappointment. Cone is the 30 
frames a second update (which the Saturn can easily 
handle), along with most of the trackside detail. The 



esare present ■ hut bear little resemblance to the 
arcade original The attention to detail prevalent in 
AM2 conversions is also missing Although the little 
touches in the coin-op are present - such as dislodg- 
ing coconuts on crashing into a tree - basic polish is 
missing. Case in point: as you crash, spinning 
through the air, the shadows underneath your 
wheels spin as, well, as though they're super-glued to 
the tyres. This all helps contribute to a slightly "tatty" 
appearance - a charge you couldn't level at the coin- 
op. Flat polygons it may have been, but Virtua Racing 
had a style all its own. 

One year ago. Sega's AM; department convert- 
ed across a Model One coin-op to Saturn almost per- 
fectly - witness Virtua Fighter Considering how close 
the new, more technically advanced Virtua games 
are on the Saturn, there is absolutely no reason why 
ia months on this couldn't have been nigh-on identi- 
cal to the arcade machine What we have here is a 
game that is mildly playable, but looks and plays for 
all the world like an enhanced version of VR Deluxe 
on the 32X. 

My advice with regard to this title is outstand- 
ingly obvious • hold your horses and purchase the 
new Sega Rally Championship as soon as is humanly 
possible It might not have the enviable depth of Time 
Warner Interactive's VR Virtua Racing (not that it's so 
far off), but in terms of fun. excitement and raw 
payability, it makes VR look like the dinosaur it is. 
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Other buggy's and air attacks aren't the only obstacles In the nay of a fast ride. Each level also contains things like gun tow- 
ers or, in this case, huge gargoyle pillars that stamp on anything that spends too long messing about in its shadow. 

I i 



Crystal Dynamics have big plans for the Saturn. For now though they've only one release on the go 
and that's Off -World Interceptor Extreme. It's a racing game. It's a shoot 'em up. But is it any good? 




idical', 'awesome', 'bodacious', 'cow- 
ill of these words ensured you a rep- 
itation for hanging with the home- 
I boys so to speak. But now. to replace 
rather gauche and linguistically 
unfashionable bunch of expressions, the dedicated 
follower of youth culture need use only one word: 
'extreme'. That's right, if you too want to relate to 
the Nineties kid with attitude, just stick the word 
extreme in there somewhere and Bob's your extreme 
uncle! tf it hasn't got the word extreme in it then it's 
obviously something stuffy and old fashioned like 
the 'Houses of Parliament' or 'beef stew'. Unless 
you're eating 'beef stew extreme' that is. 

Fortunately Off-World Interceptor managed to 
get the word extreme tucked in just at the end so it's 
pretty damn cool. At least, that's the way it looks 
until you start playing, at which point it soon 
becomes apparent that the only extremes the game- 
play is likely to take you to are those of tardiness and 
banality. To begin with it all looks quite interesting. 
According to the game's creators you are the 
'Trashman'and "dig smearing a planets surface with 
outlaw scum". What this means essentially is that 
you chase criminals across some of the strangest ter- 
rain in the galaxy in one of six buggy's. This also 
incorporates shoot 'em up action which involves fir- 
ing missiles, laying mines and even calling in an air 
strike. Remaining faithful to the racing genre, there's 
also the opportunity to customise your car by 
improving its engine, tyres, gyros, shields and boost- 
ers, and stacking it out with ammo Vou don't get this 
for free of course. First you have to earn money by 
completing races in the fastest time possible. To get 
hold of a better car you've got to really save up the 
cash. Once you've completed three chases you come 
up against the boss which is a one-on-one race and 
shooting affair. If you defeat them then you earn a 
bounty reward This all sounds decent 
n't it but don't befooled, the gameplay is dire, The 
whole way the vehicle moves is totally unrealistic. It 
bounces about from sand dune to sand dune like a 
ping pong ball and leaves you feeling you've got rela- 
tively little control over its movements. Even cus- 
tomising your buggy doesn't make any significant 
difference. Consequent >■ t'v p^imc-play is bland and 
repetitive and even though the courses vary quite a 
:ling the changes are nothing 
c, Even the ironic Beavis and Buthead 
style game Intro falls flat on its face provid 
ic value as dental torture Ext 
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Off-World Interceptor features a special two-player battle game. Using a split screen each player has 
to hunt down the ammo pick-ups and begin an assault on bis opponent. The little radar at the (op left 
of the screen tells players exactly where their rival is. Two-player battle mode also bones your 
attack skills in readiness For the usual race and chase game. 
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STREETFIGHTER THE MOVIE 



As well as being able to play as Akum, 
the game. All you need to do to get it 
mode. Once you've beaten Bison twici 
video will play. To see it at any other ti 
zl the 'Back Up' option to get trie si 



?re's a great hidden music video in 

mpletethegamein 'Movie Battle' 
mp kicks is the easiest way) the 
go to the 'Battle Select' screen then 
;n with 'Video Clip' on it Select this 



to get the video to the song 'Something There' performed by Chage and Aska. 
Watch it closely and you might spot some of the SF Movie characters, as well 
as the guitarist's really bad miming. 



True to his word, Guile stayed 
in Shadaloo and helped guide 
the reconstruction of the city. 
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GAME of the month 
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wing has never been a g 
Pmanaged to bring the fin 
adequate fashion. Beginning . 
through the ranks, building your; 



that translates easily on to console, but JVC 
aints of the game to the Saturr 
novice contender, you'll have to fight your way up 
boxer Although the 



e begins fairly slowly, with your boxer being particularly sli 
progress, the game becomes much faster, and there's plenty more moves t 
er. In fact, finishing the whole game will keep you occupied for a good few weel 
Then there's always the two-player mode to conquer - infinitely more fun than 
one player game, where ribbing 
store a boner, build them up and use 
them to paste any opponent. Not 
quite good enough to be a classic, sim- 
ply as it takes so long to get into, but 
definitely worth a look - particularly if 
you're after a long-lasting game. 
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Hebereke has enjoyed plenty of success i 
nately. his first outing on the Saturn fa 




■r Nintendo, but unfortu- 
. This is a real disappoint- 
s not only are Hebereke games renowned for their high quality, the chs 
completely wasted here too. And. there's just one reason for this -the 
wngs from one extreme to another. Put it on easy mode and you'll com 
plete it within an hour-set it to hard and you'll be lucky to 

■ | complete the first stage. It's a shame really, because at first. 
P Hebereke seems as though it will be really good fun - the 
■ graphics are just as you'd expect and all the characters from 
I the other games have been used too. But, it hasn't been put 
together very well, and the result is really disappointing, 
which is a shame- it could have been so good. 
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iouls is in theory, quite a nit 
II. The task at hand is to unt 
lares enter (as if you just w; 
's many mysterious goings-i 



Eurgh. While the concept of Mansion of H 
idea, in reality it doesn't come together v 
the mystery behind the spooky house that m 
der into peoples' houses at random anyway). There 
be discovered in there, plus a fair few seedy characters too. Which is all very well. ; 
is the gameplay, which focuses on discovering objects, then using them to open 
doors, set fire to rooms, give to people -you know the sort of thing. But, it's the 
actual execution of the proceedings that makes this such a torture to play Not on 
is the storyline deathly dull, but the graphics are fairly 
dated, and considering that the game barely does any- 
thing except show static screens, they're of fairly poor 
quality too. Still, if you're only interested in gameplay. 
this may be worth considering, but the adventure is so 
easy, that you'll plough through it in next to no time. 
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Core Design have become something of developmental gurus in the last few 
years, and their debut effort on the Saturn harks back to their ground breaking 
days of the Mega-CD hit. Thunderhawk. And it does this in more ways than one, 
because Firestorm is basically a sou ped-up. fiddled around with update of the orig- 
inal Thunderhawk. Of course, it's almost unrecognisable now as the graphics are sc 
much better and the missions have changed, although fans of the original 
Thunderhawk will recognise the gameplay immediately. This outshines Sega's 
import flight sim, Wing Arms by miles and will bode well in any action fan's game 
collection. A joy to play and great to look at too. 
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Surely every gaming fan will recognise the name Golden Axe -it was c 
first titles ever to appear on the UK Megadrive. and damned good it 
■n fairly successful as a coin-op in its day. But. ah, times have 

hanged, and with those changes 
n of Golden 
developed on Sega' 

be absolutely 

in. the scrolling beat 
'em up action has been discarded, anc 
it's been replaced by a one 
'em up. Actually, It's pretty 
it may not have the graphical 1 
of the Saturn's top titles such ; 
. and it certainly has the ability to keep you 
f you're after the best fighting game on the 
plement Virtua Fighter 2, this could be it 
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Yau'll have to wait a while if you want to play WipEout on your Saturn, but in 
the meantime there is Cyber Speedway -Sega's homegrown version of events. 
Select your car from a choice of six, then burn round a variety of lovely looking 
tracks. Sounds great doesn't it? And. in its own little way. it is quite nice. However, 
when you compare it to the likes of WipEout or even hi-Octane. it begins to look a 
bit shoddy. Most of the tracks suffer from the old trees -out -of -nowhere syndrome, 
and the cars don't have any feeling of weight or movement. The tracks are fairly bor- 
ing too, and although they look nice, nothing of any real interest happens on them. 
At least this has a two player mode though. One for racing die-hards only 
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Out with the old and in with the new! In our New Year issue you can 
expect to see an in-depth feature on Panzer Dragoon II, plus appear- 
ances from The Legend of Thor and the results of our Daytona Time 
Attack competition! Not only this but there's reviews of Guardian 
Heroes and Toh Shin Den, and a line up of Saturn games for 1996. 

And hey! Lots of other stuff too! 
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SEGA SATURN MAGAZINE. ISSUE 4. OUT JANUARY 24th. 
Make it your New Year's resolution. 
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Theme Park, the classic management game from Bullfrog, is now available for your 
Saturn, and it's better than ever. Compete with 19 other power freaks to build the world's 
best theme park, and make a packet of cash on the side. Gasp! As your customers defy 
death on 25 pant-wettingly cool rides, including the option to design 5 of your own. 
Cackle! As they spend vast sums of money in your 15 different shops and restaurants. 
Laugh! When they're violently sick as they try to eat a hamburger on the 360° 
roller-coaster. Hire a variety of people in silly costumes, then fire them just for the hell of 
it! Yep, it's (apes aplenty in the world of the funfair, so why not tome along for the ride? 
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